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‘Whether it was pitting your racing or shooting skills against friends 
in the arcade or whiling away hours at home trying to beat the boss 
‘on your SNES, anyone who has been playing games for a while 
‘can remember the thrill of playing as the industry was starting to 
develop. In this Retro Gamer Annual, we have collected the best 
content from the magazine this year, uncovering the story behind 
some of the industry's greats, including Crazy Taxi, ToeJam & Earl, 
and Tekken. We look back to the changing arcades of the Seventies, 
Eighties, Nineties and beyond to see how gaming transitioned from 
‘cabinets to consoles, and chat to legends RI Mical and Graeme 
Devine. Join us as we explore gaming's colourful, pixelated past - 
well have you digging your Dreamcast out of the attic in no time. 
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L JIME 


tha 


It’s no great secret that mainstream games 
are getting easier by the day. But as anew 
wave of gruelling games is making a hearty 
challenge popular once more, we've collected 
some of the most brutal games ever made 
from before the era of hour-long tutorials, 
hand-holding and easy rides... 


THARDES F 
GAMES: 


|OF ALL TIME 


CONTRA 


FORMAT; VARIOUS YEAR: 1982 DIFFICULTY. 


or many, this is where the love affair with all things 
Fiat fist began, Whether you pleyed Contra, 
‘Gryzoret Probotector you got the seme puniehing 

experience -a side-scrolling shooter that realy makes 

tact with basically anything that ist the ground is 
deadly inthis grim : se contol and 
an aray Bill'Mad Dog’ Rizer and Lane 
“Scorpion’ Bean (es, realy) to blast thelr way through 
all he same, Things can gst even tougher when the 
perspective changes during base ride pulling the camera 
behind you foran Into-the-sereen shooter diversion where 
its not always easy to judge where bullets actualy are 

‘As tough aa the game may be, Konam ectully made 
tha NES version harder stil with additional hazards ” 
Drafting ina friend to help you isn't actually the safest = Rt 
ofideas~ifone of you starts to lag behind, the others 
will find themselves surprised by offsereen threats and 
coordinating a good two-player run is surprisingly tricky 
wrth 30 much going on. Even with the help ofthe Konami 
Code for 30 lives rather than the base three, few who call 
thomseives gamers today have seen the credits to Conta, 
Later games have retained much of the origina’ hardeore 
purity, but i's this one that many will remember through a 
haze of smashed, chewed and dented controllers, 


Even the best will have 
seen these happen. 


RARER 


ond] OME Dae can 
‘yan ating tee at 
roves tvtrain ace 


DEVIL MAY CRY 3: 
DANTE’S AWAKENING 


FORMAT: PLAYSTATION? YEA FRICULTY: 10, 


e've often seen games have their difficulty 
levels altered when crossing from East to 
West or vice versa, but this is one of the 
most extreme cases. Devil May Cry is no walk in the 
park, yat Capcom decided that the default difficulty 
of the Western version should be the equivalent of 
Japan's Hard mode. if you never managed to get past 
rberus, now you know why ~ you were actually on 
Hard the whole time. Capcom addressed this for the 
‘Special Edition release but even so, Devil May Cry 30n gerne 
the harder difficulties is something only the best will Amsvad CC] vialybase, what 
ever beat, ‘sesame ages norma? 
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SUPER MARIO BROS: 


THE LOST LEVEL 


accessible franchises in all of gaming, 
but Mario games haven't always offered 
players an easy ride, Later stages in most 
Mario tities tend to be pretty challenging to 
be fair, but this Japan-only sequel to the NES 
original sticks the boot in from the moment 
you hit Start. This comparatively obscene level 
of difficulty led to Nintendo deciding not to 
release the game outside of Japan, instead 
reskinning Fuji Television tie-in Doki Doki 
Panic to be Super Mario Bros 2in the West 


| 1's widely renowned as one of the most 


We're not surprised in the least that 
intendo was scared to put this out follawing 


FORMAT: FAMICOM DSK SYSTEM 
YEAR: 1984 DIFFICULTY: 8 


the huge success of Super Mario Bros— 
the company had finally found its feet in 

the games industry, s0 following the most 
popular game with one that only experts 
could really enjoy would hardly have been 
the most sensible move. I's not just level 
design that makes this sequel harder, either 
Sure, wider gaps and trickier platforming are 
part of it, but that’s before you factor in the 
devious tricks that also came into play. Toxic 
mushrooms, more aggressive enemies, warp 
pipes that would actually send you back in 
the game rather than skipping stages... it's 
just plain rude. 


Sine 
+ NES| rests t's elotharder than cioots. Me 


LC 
ae) 


TEENAGE MUTANT 
NINJA TURTLES 


»|Facon Dik Syn] ifyau vr 
oglu Sie Mare ror 
nea ts your anh 


NINJA GAIDEN 
BLAC 


bate rage onto this day as to whether Capcom's 
DD bent ysis ro e's sen i 
Galden games st atthe head ofthe hardcore 
character ation table, We'd mi hap ite by asking 
whee Bayonet fectored in tis fettonal eating 
plan but when comes to pure fie realy does 
tome down to this two hare rece. The simple answer 
Surprisingly sifrent” DMCs al about using supertech 
Cancels and dealing 25 much damage as possible, Nia 


FORMAT: KOK YEAR: 2005 
DIFFICULTY: 9 


Gaiden is much more defensive game, forcing dodges 
and parries rather than encouraging 800-hit com! 

Black remixed the Xbox-exclusive action game to include 
an easier difficulty in response to players who had moaned 
about the game's difficulty, but it wasn’t quite that simple. 
Ninja Dog difficulty would basically mock players who 

hose it over the course of the game, while al of the other 


settings were tweaked to be more challenging and a whole 
new level, Master Ninja, added for those who thought they 
‘were Ryu Hayabusa reborn, We never even managed to 
beat the first boss on Master Ninja. Yeah, i's pretty rough, 
‘As much as Black is the height of the franchise's harsh- 
butfair challenge, it'd be plain wrong to omit the original 
Ninja Gaiden games from any discussion of difffcult 
games. They fall more on the unfair side of things but still 
hold up well for anyone seeking out a challenge. 
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INTERVIEW 


Eugene Jarvis on the 
difficulty of Defender 


2 ultimate 
game, the 


really want to play, that blows a 
he limitations you see in the game: 


DEFENDER saummaomans 


‘ew arcade games during the Eighties were as intimidating as William Electronics’ Defender. | was the audience! So of 
Created in 1980 by Eugene Jarvis and Larry DeMar, it silently challenged you with its scary 
button setup. 
Many arcade games of the time could be fairly simple affairs, typically comprising of a joystick 
and one or two buttons. Not Defender though. Jarvis's game featured five large buttons that just 
dared you to tackle them. One controlled your fire, another the smart bomb, while the third and 


fourth controlled your thrust and reverse. Finally, the Hyperspace button was your last ditch attempt had been practicing for six months, 

to avoid an ugly death (although this in itself might spawn you in a more dangerous situation). and players had 0 deal with all this shit 

‘Thrust and Reverse could have simply been applied to the joystick, but that would have been far too 2 joystick and five buttons, play 

easy, Defender wanted your quarters and you were going to have to master aver single aspect of it if Invaders with 

you wanted to survive for more than a few minutes. with your right and de 
Mastering the controls was only half the story as the gameplay itself was just as difficult. Your ‘mutant aliens, all with 2 

ship zooms across a wrapped lunar backdrop in search of missing survivors that need to be fact that it actually worked 

protected from incoming invaders. The invaders themselves are unnervingly accurate with their a miracle. 

shots and will also attempt to carry off your precious survivors. Let this happen and the invader average player la 


tums into a far more dangerous mutant, with play continuing until all your survivors are dead (and 
the planet is destroyed, causing a huge ramp in difficulty) or you run out of lives. A handy radar 


appears at the top of the screen, but this in itself initially appears to be mocking you, taunting you 
by revealing the locations of jeopardised survivors, while showing you just how many invaders still 

stand in your way. You can shoot invaders to make them drop their precious cargo, but you're just as ° obsessive 
likely to kill the person you're trying to save. running 


Defender may be insanely difficult, but it has that rare element that constantly pulls you back. 
While i's tough, it's never unfair, and you always blame yourself for every pointless death. It remains 
one of the finest shooters around and while several sequels followed, none of them really lived up to, 
the original magic that Defender offered. perience, a tour de 
schnies and devastating 
hich makes the Defender ride 
2 rot, But graphies and sounds alone are 
ot enough, You need to tap inta ba: 


of survival, kill or be 


Luge key to the longevity ofa 
ssible game is the right difficulty 


lust a shade less than imp: 


GGThe invaders themselves are 
unnervingly accurate with their shots 9° 


with just the barest probabaity 0 
survival. Le 


you fluctuate the dif 


fashion of challenge and rele, 


2, a b of random events to keep it interesting 
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DARK SOULS 
‘mW moment-by. 
moment gameplay 
legeneally prety 
tough bosses 
realy ase he 
bor mstakes 
sremerciessly 
punished, One 
parteularb 
battle, Orta & 
Smough sted 
among the hardest 
fallin, andwith 
sgpodresson, 
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BATTLETOADS 
sm Scroling fghlers 
dont tend tobe 

this ene 


borden uni, 
Maketpast Turbo 
Tanne and things 
get easier but nat 
forlong~there' 
somuch adticaty 
curvehereasa 
fiat mountsin 
range-ifsalover 
the place 


IKARUGA 
measure games 
are often tough, bu 
Iharuga’s unique 
colewe-switehing 
mechanic makes 
itanentrely 
pine to master. 


enough, so watch 
cout when you come 

lay prop 
searchof adecent 
high score 


FANTASY VII 


hoeabo racing and 
rissable tems, this 
the 
place And while few 
would ever argue that 
sxe diet, ew 
would deny that this 
cone ad moments 
offrusraten 


cathe bat 
hase tase 


BATTLETOADS 


FORMAT: NES YEAR; 1991 DIFFICULTY. 10 


itflelty curves are one of the toughest tings to get lat 
Di iresres:tte umes tv get he gl ree 
in challenge gute so wrong at Batttoncs If we wets 

auc everyone vite had ovr payed re gama how ar they got 
imine ie mootiy would rk about fora momen col w was 
thet level hen puneh whatever as elosst totem: Repetedy 

Turbo Tunnel wil go down infustary as one a the max anf 
stages many game ever spony sidesrelng race evel wh 
thesuatosphare wih tis hore lve, i does even bother 

ering back dv. thereat ofthe re’ 3 ives ae hom 
ral abla leastn efferent ways So vcovs was Gis intrnoue 
teal ht eter prt of the gare actually sa tweaked or even 
removed env clisons ste nonatlin te Game Geer 
Verio for stance while the Amiga version ovetoks te lvl 
sna replacing oth afar simpler atornative 

Itwash' oven ust Tube Tunnel hat proved problematic, though 
Enemies could lock ou ito hittin combos before bling You nto 
instant death drops, whl platforming never exactly the game's 
story pest getr tpl aay edge ower toa ores sequence 
that you never actualy so. 


SUPER MEAT BOY 


FORMAT: PC, XBOX 360 YEAR: 2010 DIFFICULTY: 9 


in recent years, with many indie developers taking cues from 
the great games from yesteryear to create levels so devious 

that you'll swear they're actually impossible. But while so many 

troublesome vintage games tend to be hard through poor design - be it 

fallout from the quarter-hungry arcade developer generation, technical 

limitations of certain platforms or whatever ~ this new breed is tight, 

fair and dangerously sadistic. 

Like fellow Flash game N, Meat Boy started life in browsers before the 
guys behind it saw fit to take things up a notch. A more stylish twist on 
the maddening but oh-so-addictive high-speed hijinks of N+, Super Meat 
Boy is one of the great platformers of the modern age. As with so many 
games ofits ilk, a quick glance at a level and a couple of early failures 
will often be enough to send you running off with your tail between your 
legs, while expert players manage to make the same stage look like the 
‘easiest thing of all time, I's pure skil all the way, from jump height to 
navigation to seeking out dangerous and quicker ways to reach the goal 

That's not even your only target here, either. Many levels feature 
collectible bandages or hidden warp zones (which lead to brilliant 
retro-themed bonus stages) but reaching these is often made incredibly 
difficult bandages in particular are a nightmare as you still need 
to reach the goal after grabbing them for them to be added to your 
collection. On top of all that, dominating a level will unlock a much 
harder Dark World variant, usually littered with more spikes and saw 
blades than safe areas. 


T= 's been something of a renaissance for sadi 


A ARDES? 
GAMES: 


(QF ALL TIME! 


‘apcom’s Mega Man is another 


MEGA MAN za 


‘smart level design, it also featured 
insanely tough bosses, evilly placed 
hazards and spectacularly tough jumps. 
twas hard enough simply getting 
through a stage in one piace, but once 
you reached its end you faced an even 
tougher challenge. While the bi 
of Mega Man are varied and full of 
character they are also 


remely 


NES YEAR: 1987 DIFFICULTY: 


punishing, having brutal attack patterns 
that need to be learned. Even then you'll 
have a hard time of it, with Mega Man's, 

ability to duck turning him into an 
easy target. Defeating an enemy earns 

n and here the game gots a 

little easier (only just, mind) as attacking 
bosses in certain combinations (you 
can choose whi 
gives you a slight advantage. it remains 
challenging and things didn’t get any 
easier for its numerous sequt 


level you start on 


F-ZERO GX saa 


s{Pe}Dertnve—sontire 
‘lon yor yeves 


jAMECUBE YEAR: 2003 DIFFICULTY: 10 
racing game? Really? Oh yes. 
And if you've ever played (or 


A fen seen) GX's Story mode, 
you'll know exactly why. This series of 
mission-based races is tricky from the 
start but by the time you reach the tail 
end of the campaign, you're loo 

at a restart every time you even think 
about making the slightest of mistakes. 
Spinning out on the 20th lap in a GT 
Endurance race is one thing, but this 


constant string of do just feel 
impossible at times. 


INTERVIEW 


Talking tough with Team Meat super-duo 
Edmund McMillen and Tommy Refenes 


= Were you concemed about the game 
being difficult through bad design? 
| think th 


1¢ reason why Mario 
and al 
difficult back then and that theie dasign 
frustrating than 
aple had p 


ose game 


could push the cif 
use of that red, 


ity 
higher d penalty 


3 frustatio 


Where did the idea for showing multiple deaths in 
replays come from? 
i 
playing 


emulat 
would take all c 
er and | wi 
0 we did. It was just 


that in real ti 
reward too. 


hing, and @ goo 
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ae 
ie 
f f ¢ + 


fod 
weatatatate tata ts 
EE Rick DANGEROUS BEEE==— 


heap deaths are somthing that dr’ ome up all thet uch sleewher on thi 
lise treaty not seme ey ds athe 
tho Knd of pure challenge ogroer realy want to take on Core Design’ lek 

Dapielela cease aren rie SOE RCTS Re eam or eater 
Cao By Au GO Ee th hen Sucrcra morn ances naar 
tr yoni cle es al dae pot ropa bart hava ipod Pete 
Seema ols gurreine a neme brie eamnne 
det ofthe Hic Dengrous duo nating uch deste fol rors ie dapeick oe 
than actual punahmont for iiurs the gating euler ofan exit Sw ora 
hand buoy andl you iy lu oto acept ei 

The problem cofmes form to feck ha sich hazard af Ino way tlgrapbed. A 
leat in Princ Of Pra youl so a oor panel shake before dumps you down to 
Ty arr o a oe enon obi before caters oun a haw Hera avs 
Eos ereeieo amriceectare re ale catlirs Cen erence 
eg Goherall speaUPa eb poperssteld bashes cot gees fist eis 
SEC Rey ane eraioeeecrantneme momar 

Driver ticiaue desta though Oe gues ers alu srs oF tera ploer 
ctl al notes ta for ofl pel er bl Spiny tone 
billanty,evanif the procedural morte lvls don't sve ofr a way out 
Yeatve bea vary casa wth supple. Wes capa of oda era hort sarnes 
tee ensuring alavel of tension veh when coupled withthe heat of unexpected 
death wit er Heo, alas fa iforgetaba nis. Unorzetaba or he wren 
Fei ee ape Ei efector eel ea ae eer afar 
Cie ecter atreeee cus tetineda serene 
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INTERVIEW 


Simon Phipps — Rick Dangerous 
developer talks temples and traps 


Did you intentionally make Ak 
> Roe 
- ° 

4 Back then, the @ 


fas only the mast talented of play 
game’. We simply 
Ri rt 
time, we thought, would capture that feeling of the o 
sequence Of The Lo: 
ancient tomy 
and your wits e constantly wi 
id spring a trap 
and years, 


Many feel too much of it is down to trial and error. Would 
you agree with this? 
If we'd known what we know new about game des 
‘obably wouldn't have made the game like we did and 
fave missed on making it the kind of game that folks 
stil write to me about 2 


them the rules ab¢ 
ject in the same consistent manner for 
the game, Rick doesn’t do 
Hmmm... perhaps I'm being a litle harsh 
| think what is more the case is that we 
ably unpredictabl 
where a bi 
when it 


there are quite @ number of ‘traps’ that you 
missing them in that binary 
's Lair manner where one path loads te 
other, the 4, The only way through those is by 
getting luc had far less of 


How hard is it to get difficulty balanced on titles like 
Rick Dangerous? 
jetting the difficulty balance is always incredibly dificult 
oulte making a game 
fou learn 


ing up in the 
isualse where every trigger, every 


boundary is, so it becomes impossib 


the dev team would, 


AIRWOLF animate 


ee a === __ 


‘twas a toss-up between this 
— and Top Gun on NES for this 

gun bat slot (seriously, did anyone ever 

rer ly land on the carrier?) but with no less than three 


GHOSTS ‘N’ GOBLINS sorfinal home somputrvarion aka players with resauing 


five hostages (read: the same hostage five times) with the many 
hazards speeding up and becoming even more dangerous 
successful evacuation. By the end, it demand: 

and perfect flight control, though the payoff is hardly 

sequel was a more traditional side-scrolling shooter and again we 
saw a hideous level af difficulty, while the NES game was pretty 
much just a mess — a 3D shooter on a platfarm that clearly couldn't 
cope with being stressed in such a manner. 


= Nes tar you 
Tatetarma te 


DISCWORLD 2=2ax__ 
fearon e 

bus puzzles are fr fom rare in polnbandalick adventures, 
O but tis might ust be the moment the gene broke down 

Monkey land wasn't without ef share of eyebrow ras 
solutions but her, ogle was exe forver to free up seat forthe 
diown prince ofan humour While pure that ould be ea 
deciphered ed been the downtl of he gen, aking things tthe 
other oxtome es Discworld id went excly he best slation 
you rianagod te get trough the gure on your own soar witout 
tho repedting dalogue driving you 


insane, we doff our wieard hats to IPITH sen ger 
Aaah Bunk 1 ae 


you. It's like they made an entire anayeubefec, 


game to the same level as Gabriel 
Knight 3's ridiculous disguise 
puzzle, and while it's in keeping 
with the source material, that 
doesn’t make it any less painful 


GRAN TURISMO 2 SPACE STATION IMPOSSIBLE JUST CAUSE 2 JET SET WILLY 
‘SILICON VALLEY MISSION As with Gran Turismo 2, Min its original release, 3 
ledfrom  mAnotherltch-bated feralmissing pieces of numberof bugs existed in 
thegame alin development, frustration ~one prtelar © content preventplayers from Matthew Smith's ManicMiner _kilscreen prevents play 
rearing that’s impossible vophycannatbecalected, tobe placedentrely out of lng that stlying 100 ——sequelthatcouldactualy wall aceurat play 


per centcompleton — meaningthatfulleompletion _reachor for punch cards percentcompletion rating. prevent the game fom ever till guess your way tough 

ethefistrunf copes Alter (nd the assocated bonus beusedinunitetional There's anunofialpatch being ished, corrupting _thegitehes) after reaching 

spending so many hours level) ar inaccessible without combinations thatmake he avalableforthe PC version seeralareas ofthe game 1 256, Not that itwould 
cheat codes Does nobody _gameunwinnable'srare, that fixes his, but that's and at times interfering wth pped otherwise, 


teat these thin butiteanstllhappen about enemy placement. 
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= GAME OVER 


FORMAT: VARIOUS YEAR: 1967 DIFFICULTY: 10 
Date: July 3, 1848 


Health: very poor N design, others through devious design but this one. 
Food: 0 pounds 
Maxt Londnaris: 199 atles Dinamic's games were pretty much all equal though, at least in 
[Mle Shou prtabyhwewgerdts E BAR to continue chaotic movement of both character and enemies, a barrage of 
encima unpredictable enemy attacks and some horrible colour clash 
THE OREGON TRAIL _|icso= 
FORMAT: VARIOUS YEAR: 197) DIFFICULTY: 9 0 then Dinamic made the 


W: an educational game doing on a list of the toughest perfect tool for the job. 


‘well it's just got to be put down to poor design, really. 


‘games ever made, you ask? Well, this one is different — The studio also gave 
the point of the game was never to ‘win, rather to learn Us the equally horrible 

about the impossible odds American pioneers were up against. No Freddy Hardest. Endure 

‘matter how hard you try or how wall you think you're doing, one Freddy Hardest to the end 

nasty bout of dysentry and it’s all over. Educational title or no, this and your reward is just a 

still remains a landmark title in changing the gaming rulebook and text screen, which reads 

horrible as itis, we're glad it happened — without it, we wouldn't ‘Too good to be true you 

have been blessed with excellent parodies and pastiches such as lousy playboy’ — totally 

The Organ Trail and Super Amazing Wagon Adventure, worth it ran Ansa tug ey Hardest ah 


HARDEST BOSSES 


We can hardly bear to look at this horrible lot 


QUEEN LARSA DR ROBOTNIK KINTARO ORNSTEIN & SMOUGH 
(MUSHIHIMESAMA FUTARI) | (SONIC THE HEDGEHOG 2) (MORTAL KOMBAT 2) (DARK SOULS) 

‘Bullet ell shooters arent exactly known for | m Sonic's portynemesishasareadybeen ImMidways gory ghterisntexactiy known | m Having strugled through leaking dragons, 
being accommodating for ther players, bur | dispatched severaltmesby the tmeyoureach | forts balancing andsure enough this striped | lethal sewers and towering demons, Fromis 
thistina boss ust akes the piss, notwe ways | theDexh Egg zone, but hsfinaliialisthe | cub-boss(ep,he'snotevntheman glis | game throws outthe rulebook lateinthe game 
shouti.Farmastofthefight youcarteven | toughestofthelot Wihnoringstosaveyou | abrokenmess.Hecan throw yououtat prety | tosetyouagainst two bosses at once Is one 
see the screen forthe banket of bul <daMetal onc bate immediately before | much anything and kil youn a couple ahi the most challenging battles nal of gaming, 
need to avod, and she doesnt exactly go down | d~asingle bil sendyouallthe waybackto | Loréknowshow many coniallersthieguy hae | butthe sense of accomplishment when 


icky ether. Uhebegining ofthe cea cost the gaming worl Snaly achieve victory is unmatched, 


HOW TO BEAT HOW 70 BEAT HOWTO BEAT HOW TO BEAT 


‘mVithouta perfect awareness ofyourevaet | mMetalSoncis the frsthurdle buthe's easy | mPickSub-Zeroand freeze thenbatierhim. | m Single one of them out the order in which you 
hitboxand knowledge of ro | enouphonce youmasterthe artatlaningtwo | Or pick Scorpion and pear then bate him beat them dtates the rewards) and doitose 
barrages offour attacks where appears and | fresher ina option is up yourstreet, be focus, Keep your quard up andbe ready ral 
beimpossile Payiton‘ree-play andyoutl | assoonashecrossesthescreen. Robotnik, | preparedforan arduous ight where yourbest | ata momen'snatie.Or ust equp someheavy 
venualy get by viabrute force, but dodge lke | meanwhile, ¢apain,notleactduetocalision | bet geting lucky. Oh, andneverbeathim | armaurwith high Poise and tank your way 
and youright jst 1CCher Who are we | bugs. Stckopatintly attacking thelowered | inthefrst round. Fighting amebosses hate | throughthem ane at atime. These guyehave 
Kidding? Tht tral nevergomgtchaspen. | headafterhejumpsandyou shouldbe okay. | whenyou do that, and end to react accordingly. | ruined Wve them claim yours 
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D ARK sOoU L Ss FORMAT: PC, PLAYSTATION 3, NBOK 360 
‘YEAR: 2011 DIFFICULTY: 8 


| nan era where accessibility and empowerment have become all-important, Dark Souls ~ like 


Demon's Souls before it - is a beacon of hope. Its success proves that not every gamer wants 

their hand held and that many people are still happy to fail over and over again so long as the 
sense of improvement and satisfaction are worth it. From Software absolutely nails this with the 
Souls games, generally managing to avoid the kinds of cheap deaths that were more common in 
spiritual predecessor King’s Field while finding new ways to ramp up the difficulty at every turn, 

‘The opening alone is a good enough reason to include Dark Souls on this list, with the first 
boss stomping in from pretty much out of nowhere before the brief tutorial has really had a 
chance to begin. Rude as it may seem, this teaches you an extremely important lesson about 
the game ~take nothing for granted and be ready for anything. And it isn't even just about 
tough bosses, either. Many of the later regular enemies can put you down in a hit or two if you 
let your guard down, plus even the game's structure is punishing. The open-worid approach 
‘means it's easy to head the ‘wrong’ way and get battered by enemies you're nowhere near 


prepared fr, and knowing when to cut your losses and run is key But with those hard-earned 
i et THE ROAD TO 
appropriate price will be pad 

Few games demand such dedieation and constant attention as Dark Souls and while death will DRANGLEIC 


sil a lstistina lara from tte pat ofthe Soule elev Arc agi the regular overt ord : l 
ieeecoael bee ervacemnaar ete meat vaierareen seca renee The gaming evolution that led to 
ee a ee ee cee m Dark Souls I, 2014's toughest game 
stil avert tokad off all three Solis garies, /e heart resornriend You do ee. Yeu youl lea fot 

‘And yes, you'll get quite angry at times, Bu try telling us that t wasn't worth i after that ‘Vietory 
‘Achieved! message pops up and youre left punching the ar and high-fiving yourselt. 


ADVENTURE 
An open ad 
‘hat offers ite inte way 
of guidance, this seminal 
game would inspire an 
entire generation ot 


oo) Dak Su pdt designers 


66Greed will get the better of common sense ‘ 
and the appropriate price will be paid 99 ce 


‘mA ruling slog hough 
y yearly polygon graphics 
* ‘rue design and vio 
enemies ndtraps 
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BULLET HELL | 


Few genres are as challenging as the shoot-em-up. With this in 
mind, we revisit some of its toughest examples 


ROBOTRON: 2084 


FORMAT: ARCADE YEAR; 198? DIFFICULT 


and it’s not hard to understand why. It distils the genre into its purest form 


R obotron is the second Eugene Jarvis shoot‘em-up to make our feature, 
land remains one of the finest - and toughest - twitch shooters of all time. 


Everything about Robotron is beautifully balanced, introducing a steady stream 
of suitably different enemies that require both skill and knowledge to defeat 
There are no power-ups, no special abilities — it’s just you, those two 
intimidating joysticks and a seemingly neverending supply of enemies to deal 
with, You'll get a brief couple of seconds at the start of each round to get your 
bearings, but you're then thrown into a chaotic warzone that will test your skills 
to their limits. Add in the brillant risk/reward system in the form of stragglers 


ho ‘cumulative points, and Robotron remains one of those rare 
games ~ a tough experience that always drags you back for one more go. | 


There are no power-ups, no special 
abilities — it’s just you J 


HELL FIRE VIEWPOINT 


FORMAT: ARCADE, MEGA DRIVE, PC ENGINE CD-ROM YEAR: 1969 DIFFICULTY: 


caplan'sshootris aptly named, as i's an absolute bitch , 
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mmachuice which ovelve around alevry designed fig sede) Ved 
system. Your ship can fa foroard, band ciegonaly and up and carve up acai and sg 
down giving yous tremendous umount of feach-The ther of Fst aleeed arenes 
courses that you can only fren one ofthe destons tame 1202 i's notable or being 
which turn Toapla’s game nt deel lugging at where you letersi ater 
dpratty yt fondo waves Miia tnt ea SHY 
of sneaky enemies that attack you E hard. Simply surviving the 
fom al tides The Maga Driv (ES eee ian 
Version makes thnge slighty Sassi: 
teslerbyenupping your ship with Cha otthe non 
dr edidonal powerup dat pa at Papo tsar shin alte trapenke weet 
fourth deadly pare bo. xt Sanger ar the anes ane! boreac Ya atta ed yourell 
tleaely remains an extemal dodging fast moving baors or sting ates ott cable 
punishing shooter that separates them as you etl sero Vewrlnt' vated Sage, ad icbecores 
the men tom the boys 2 flex txt ae you weave tough bules, bacerds and eneies. 
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OF ALL FREDS 


i karugacn the OC-lam 
crap atshooters but 
blimey Chale. 


IKARUGA 


ry 
m-ups, Ikaruga not only features great game mecha 
but also a highly polished scoring Polarity is the big thing 
' spiritual successor to Radiant Silvergun and it's 
here. 
ady experimented with the concept of 
flipping between different polarities in Silhouette Mirage, but it’s far 
more intelligently presented in Ikaruga. Your ship is black on one side 
and white on the other. The white portion of your ship can absorb 
white bullets but will get instantly destroyed by black ones, while the 
reverse is true for its black underside, The kicker here though is that 
‘enemies are destroyed more quickly by their reverse colours and 
that you need to shoot three enemies of the same colour to increase 
‘your multiplier. As a result you're continually s\ 
hin, 


ales orn x8 


ects Le 


PUBLISHER: SOFTEK 
we cee) 


DEVELOPER: 


RELEASED: 95.1786 
PLATFORM: VEROUS 


GENRE: ARCADE 
ADVENTURE 


he 


IFE 
99 


he origins of Fairlight can be 
traced back to two programs 
Bo Jangeborg produced shortly 
after acquiring a Spectrum in 
1983: a graphics utility called Grax and a 
shoot“em-up called Shoot-'Em-Down, 
“Grax was basically a toolset for doing 
filkins, circles, lines and stuff lke that,” 
‘explains Bo, “It was a lot faster that you 
‘could do in BASIC. A friend of mine was 
interested in text adventures and wanted 
to have some still images in his game, 
50 I developed the toolset to help him 
with that. And I kept on developing Grax 
and later on | used it to draw all of the 
backdrops in Fairlight.” 
Grax also became the foundation for 
The Artist, Bo's graphics package for 
the Spectrum. “When put together with 
4. 2 working interface, those tools made 


THE MAKING OF: FAIRLIGHT | AND II 
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a decent little paint program,” he says, 
before revealing how The Artistled to that 
elongated stay in the UK and ultimately 
the creation of Fairlight. “I got The Artist 
toa state where I thought some company 
might actually consider releasing it.| went 
‘over to England to get in touch with some 
companies and of those | spoke to Softek 
seemad interested. So we made a deal for 
The Artist, and while in London the Softek 
‘guys showed me what games they were 
working on. They were trying to emulate 
what Ultimate Play The Game was doing 
with Knight Lore and Alien 8." 

As revealed in last issue's Knight 
Lore feature, Softek boss Tim Langdell 
and his outfit were struggling to copy 
Ukimate’s groundbreaking Filmation 
system. Fascinated, Bo went back to his. 
hotel and worked up a demo overnight. 


This is where Shoot-Em-Down came in, 
as he appropriated the sprite routine he'd 
developed for his earlier game to create 
a smooth isometric effect. The guys 
at Softek were knocked for six. “Iwas 
supposed to be there for a week but they 
ware so stunned by what | was showing 
them and how quickly | demonstrated how 
this kind of isometric 3D game could be 
done that we started working on Fairlight 
there and then. | actually stayed in England 
for seven months.” 

‘A few quick phone calls home were 
made to explain matters and that was 
thal. He swapped Gothenburg for London 
and then London for the land of Fairlight. 
“I didn’t have a full-time job at the time, 
he explains. “I had been planning to open 
a little computer shop in Sweden with a 
couple of friends, but that went on the 


Top Tek A selection ofthe choicest titles released by Softek over the years 


= 


‘SYSTEM: C6 
‘YEAR: 1984 

Thisis sequelto UGH, 
the prehistrieromp that, 
first gained ppulanty 
con the Dragon 32 These 
“Yurer adventures’ give 
coureavemanheromuch 
more ted, with each 
sereenafering up icky 
challenges volving 
spiders, bas, oleances 
and angrystorm duds. 


‘SYSTEM: SPECTRUM, 
(CPC, C6. YEAR: 1985 
A wacky platiormer 

developed by Charles 
Bystram.itssilybut 
not partly clever, 
although the opton to 
carry objectsanduse 
them to solve pales 
oes tit above he rest, 
listest remembered for 
tig, colorful graphs. 


SYSTEM: SPECTRUM, 


SYSTEM:SPECTRUM, CPC, C64 YEAR: 1986 
CPC, Chl YEAR: 1986 mAlsohnovnas Raffles 
Whiecfiencompared andthesomewhatless 
te Spnazry. developers snappy Devon rein the 
Robert Figgins and Trevor Hidden Diamond Caper, 


Figgins te Knight Lore 
asthe che! inspiration. 
The mpressiveisometne 
rapes system was 


this classy release proved 
thatisomec adventures 
‘ould entertain and 
‘ven amaze when done 


leary deserving ofits well Youexplare alarge 
verywn daftmaniker- mansion nsearchat 
Curvispace 30) hidden jewels, 


‘SYSTEM: VARIOUS 
‘YEAR: 1988 
Softkreleared several 
coin-op Leensesincuding 
Konarn'sShao-Lin's Road 
and Tate's Solder OF 
Light Tis was on of the 
most suecessitcen-op 
Is onthe C64, That sid, 
allofthe versions are 
admirably clase tothe 
arcade originals, 


rather shrewdmove 
saw Softek cence the 
‘ever-popular cartoon eat 
forincuson naccuple of 
games The fist, subtited 
Big Fat Hairy Deal is 

the pick ofthe two and 
_syeceeds in bringing the 
‘triple using large, 
eras graphics and 
plenty of affable humour 
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D> backburner while | pursued this gaming 
career instead. | stayed with the Langdalls 
at their house and went to work with them, 
each day at their office in Covent Garden, 
All of Fairlight was written while | was 
living in London. it was a fun experience.” 


DEVELOPER 


Besides providing Bo with a job 
and a place to stay, Tim Langdell also 

HIGHLIGHTS coneributed plat elements to Farighe 

‘THE ARTIST “We discussed things between us, but 


| basically did the game design and the 
story while Tim wrote the back-story for 
the booklet that came with the game.” As 
for influences on the story, which saw our 
cloaked hero Isvar explore the mysterious 
Castle Avars in search of a magical book, 
Bo has nathing specific to cite. “I was into 
The Lord Of The Rings and all that stuff, 
but | can't point to any particular book 
or film. It was all from my imagination. | 
was always interested in games, playing 
board games from an early age, When | 
was around 16 | started playing Dungeons 
& Dragons. Id been running a lot of role- 
playing campaigns based on D&D so | was 
used to being a dungeon master and | was 
thinking up adventures regularly before | 
‘even started using computers.” 

Fairlight is well remembered for its 
striking visuals and in this department 
Bo benefited from a little in-house help. 
“I did some of the graphics,” he says. 
= “But Softek had a contract with a guy 
called Jack Wikes, who had actually been 
working asa plumber before, He was 
a really nice guy and really good with 
graphics, so he did a lot of the moving 
graphics, the animation, He did some nice 
things like the man-eating plants and the 
‘guards who disappeared into their helmets 
When you killed them, then popped back 
up again after a while, On the animation 
side | only did the main character.” 

Fairlightwas released for the Spectrum 
in late 1885 (with Amstrad CPC, Amstrad, 
PCW and Commodore 64 versions arriving 
the following year, although Bo had 
nothing to do with these ports). The game 
garnered great press, particularly from 
Sinclair User magazine, which heaped 
praise on the graphics, lauding them as 
“streets ahead of Knight Lore and Alien 
8". Not bad when you consider that it was 
precisely these two games that Softek had 
being trying to replicate inthe first place, 


Os) and ues 
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Unsurprisingly, that succulent quote made 
itonto the game's inlay. 

‘Also gracing the inlay in prominent 
fashion was Bo's name, In fact, the game 
was effectively titled ‘Fairlight By Bo 
Jangeborg’. So prominent was his name 
that it clearly overshadowed both Softek 
and The Edge, the label on which the game 
was released. The ensuing success of the 
game ensured that Bo's name became 
ingrained in the gaming consciousness. 

Bo was clearly a key asset for Softek 
and this would eventually lead to a falling 
‘out during the development of the Fairlight 
sequel. “Fairlight lis where my problems, 
with the Softek guys really started,” he 
says. “Before the game was completed 
they tried to have me sign a long term 
contract with them, which | wasn't pleased 
with as | hadn't been all that pleased with 
how the relationship was developing 
‘towards the end of Fairlight. | was maybe 
looking at going to some other companies. 
We had made a deal right from the 
beginning that | would get straight royalty 
payments. | didn't get anything up-front, 
so they withheld royalties | was due to try, 
and force me into signing a contract with 
them. | basically said ‘screw them!” 


legal battle began but it never 
made itto court. “Ihad to 
deposit something lke £5,000 in 
the British courts just to be able 
to pursue the matter which was a pain. In 
the final settlement we agreed that, in order 
for me to get anything out of them at all, 
signed over the rights to the Fairlight name. 
This is something | now regret. twas done 
‘as a mediation but | wasnt tao happy with 
the deal. With hindsight it would have 
been better if'd given up the money and 
retained the rights." 

Prior to the legal wrangles, Fairlight ll was 
shaping up as an ambitious follow-up that 
was far more expansive than the original. 
twas designed with the Spectrum 128K 
computer in mind —on 48K models it was 


split into two parts that loaded separately 
Bo opted to ratur to his home country to 
begin crafting the sequel. "For Fairlight I! 
was working with a graphic artist back in 
Sweden, a friend of mine named Niclas 
Osterlin. | did most of the game in Sweden 
then came over to England for the last 

few months to finish it off. The plan was 

to make it more of the same, but make it 
bigger and better.” 

Sadly the contract dispute began before 
the game was properly finished. “There 
was a couple of weeks’ work left on the 
‘game to iron out the last few bugs and 
{get it released," he reveals. “But when the 
relationship fell apart no more development 
was done on it and they released it anyway, 
They knew full well that the game wasn't in 
a finished state.” 

Inits released form, Fairlight featured 
a number of minor glitches but the game- 
breaker didn’t occur until the very and, 
Basically there was no way of opening the 
locked door that led to the final room, and 
therefore it was impossible to complete 
the quest. As this bug occurred at the 
‘conclusion, reviewers were unaware and 
the game received strong reviews when 
it arrived at the end of 1986. Sinclair User 
called ita “stunning and epic sequel”. 

‘The fallout also ensured that the 
proposed Fairlight ill and possibly further 
‘sequels were scrapped. This is something, 
that Bo regrets. "I wanted to return to 
Fairight and | had plans on going a lot 
further with that world, expanding on it and, 
making it into more of a proper role-playing 
series. There wasn't a specific plan on doing 
‘set number of games but | would have 
probably continued making a lot of games 
Using that system had | kept developing it 
‘That was clearly an idea at that point and 
who knows where that would have ended 
up. Itwould have probably been a mixture 
‘of isometric 3D and ideas Id picked up from 
the Uttima series, Maybe even opening itup 
so that other people could use it to develop 
‘games too, Who knows?” 
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Softok later released Fairlight: The 
Legend on the Spectrum and Amstrad. 
CPC, although this was just a cut price 
collection af the two titles, Bo meanwhile 
began work on a new Spectrum project for 
Nexus Productions, a publisher that had 
links to Telecomsoft. Called Resolution, the 
game was an ambitious Defenderstyle 
shooter that used programming tricks to 
reduce the colour clash effect. “I had a 
‘working demo but in the end that company 
fell through. | got quite disillusioned with, 
the business at that point and | couldn't get 
around to finishing the game." 

‘And so Bo walked away from the 
industry in which his name had become 
well-known and respected. He continued 
programming and later developed Flash, 

a paint package bundled with the SAM 
Coupé in 1988, Since then he has worked 
‘on business admin software and has no 
desire to got back into gaming. “Time 
has run away in a sense,” he admits. 
“You need company and really good 
resources behind you and I don't feel ike 
my programming skills and my willpower 
are quite there anymore. | did have a go 
at doing a strategy game a few years ago 
because | felt that was something Id be 
able to do on my own but that did't pan 
out. | probably still could do that but we'll 
see what happens. You never know.” 

But there's still Fairlight. Always 
Fairlight. A game that began life as a clone: 
but evolved into a rich, atmospheric classic 
inits own right - something that fans are 
keen to remind Bo of. “I stil get a few 
‘emails from players each month and | 
really enjoy that,” he says. “it has always 
been pleasing to receive feedback about 
the Fairlight games, to hear that people 
played them and enjoyed them." 
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Inspired by the antics of an oiled-up Arnold Schwarzenegger, 
Sega’s Golden Axe was one of the first scrolling beat-’em-ups 
with a Western-style fantasy setting. We went behind the 
scenes with creator Makoto Uchida 


ere’s a fun question for 
all you retro-heads... 
which came first, Final 
Fight or Golden Axe? 
in 1989, but it might 
‘surprise some to find that Golden 
‘Axe appeared a few months before 
Capcom's brawler, in the summer 
of that year. 

While Final Fight was a more influential 
and arguably more potshed tie, and 
‘the template for tha myriad of clones 
‘that followed it, Sega's fighting fantasy 
pparhans had tha mora visually engaging 
‘heme. With its axe-wialding warrrs, 
scaniy-clad Amazonans and cragon- 
riding adversaries, Golden Axe evoked 
the styings of Holywood B-movie 
cull classics ike The Beastmaster and 
Conan The Barbarian, is fiery, magic 
attacks that cut through baddies lke a 
A coin-op apocalyase were a novelty the 
likes of wich had never been sean, and 
its background design, with turle-back 
vilages and scraps on the back of giant 
eagles, felt fresh and, let's face it, looked 
extremely cool Alter al, Mayor Mike 
Haggar never got the til of jumping 
fon the back of a chickenseg monster 
and bashing a couple of swordhwveiing 
skeletons to death (again) with its tal 
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Golden Axe was the second Sega 
arcade game project from Makota 
Uchida, folowing his mythology. 
inspred brawler Atared Beast. “When 
‘wa reached tha final stages of the 
develooment of Altered Beast, our boss 


asked our team to come up with anew helpings of pulp and classic American 
game,” he recals. “The given 


ore! tonmaks The aera ‘and European influences. 


‘This offered e welcome and 
game thatranon lAtered WCQ) ME NT 


refreshing change to the 
Beasts] System 16 arcade murky ghettoske styings 
board, with sirslar of Renegade and Double 
gameplay to Technos’ Dragon. “My fathor loved 
Double Dragon, which ‘action movies and | used 
‘was a popular arcade 


to watch them wit 
game atthe time. My him," Uchida tols us. 
idea was to come up “Duting the development 
with a Double Dragon that ‘of Golden Axe, rented a 
was not a Double Dragon video of Conan and watched 
TTechnos was an experienced 


Until the tape was worn... OF 
Fival who had been working ‘course | was also inspred by 
on the Kunio-Kun series, so 


Lord Of The Rings. | bought 
‘there was no way we could ‘many illustration works based 
compete if we did the same ‘on Middle-Earth and used 
‘hing as them, !had a feeing them as reference materials. 
‘hat areadle games should 


Double Dragon, and finally came up with 


‘the concept of Golden Axe.” 
‘What emerged was a East moots 
‘West vsion of high fantasy, sprinkled 
swith a Itle of tre spin of Enis 
rale-playing game, along with liboral 
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be competitive aganst the RSI Gandal for president! 

‘great hil console tite Dragon RASTSEMEERMIM — Alhough the game's 
(Quest (created by Enix) and = EMMRETEISEE plot is hardly Tokien, i's 
therefore studied the word of JBIEEEPMEMINEIM a reasonably entertaining 
mage and swords, combined [MIEMAIMERENEME premise in a cheesy midnight- 
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curthreeheroes, who 
head off to avenge him. = 
assoonashedies. ” 


Al scrling fighters 
reed throwaway 
cannon fodder and 

enngerfuishs 
purpose admirably. 
Fortunately he's quite 
easyto beat, 


ww Thishuge boss has 
deadly dangerous 

reach andcan easly 
take you down with 

single swipe of his 

sword or hil 


i These two bald giant 
brothers are the fret 
bosses you eneaunier 
andre more than 
happy o eush you 
with heirhuge 
hammers Nasty, 


GOLDEN 
MOMENT 


Ge) 


m nother fodder 
character wha is 
suprisingly easy to 
beat. Wateh out for 
hissneaky shoulder 
charge andbring him 
down qty 
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and has impr them in ALEX... mbat (Gilus).” 
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Seqamascot Alex 
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bearinghisname and REMUS 
ES SIAM he replies, "The maximum 
Pee EEE number of charac 

‘lex Perhapsit just, 
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m1 unless the populace 
accept him as their divine 

sw Thisbeauiful Amazonian can mysterious 
put up tough ight and dishes ch with a see 
out asurpising amount ot Datk ©: 
damage. Is afin encountered ut on a quest 
on abzatian to begin wih, but 

«an easiybedsmounted From the 
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‘As a genre scrolling beat‘ern-ups are 
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dangerous attacks 


I Thsisit hiss Death Adder and he's a8 desaly as is 
ame suggests. nation to wiling the Glden Axe of 
‘here, he's always surroundedby skeleton minions and 
has same devastating magi Yourbestbettto wedgehin 
agaist the side of the sereen and wallon him, 
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the joystick alowed for a shoulder charge 
or fying kick, while attacking in mid-air 
pulled off a powerful ving weapon 
smash that was tricky to tame right but 
highty damaging it caught an enemy off- 
‘guard, Ono of the game's most notable 
signature moves was the baccward spin 
aitack, when pressing both aitack and 
jump buttons together whiled your hero 
‘around 180 degrees to hack at an enemy 
behind you. This was particularly useful 
‘when enemies surounded you. 


hile Golden Axe was 
‘one of the games that 
pioneered the concept 
lof the weapon-based 

brawler, this added a fow other design 

restrictions, as Uchida 

explains. “The general 

gameplay for action games 

is to carefuly observe 

the gistance [from] your 

enemy and to attack in 

the corect toning. tis 

vory similar to hiting 

aballwth abascbat 

bat. The reason these 

‘games were generally 

side-view wes because a 

sihovette of a human is most 

recognisable when seen from A 

the side, and you could draw 

the human large enough 10 

invoke emotional involvement. 

Now, we want the character 

‘to permanently hold a weapon 

ina side-view game while 

maintaining the size of the 

characte, the charecter wil 

have an enormous reach and 

will become too strong. It 

wil become too aifficult to ; 

‘adiust tho game balance, so 
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“DURING THE DEVELOPMENT OF GOLDEN AXE, | 
RENTED A VIDEO OF CONAN AND WATCHED UNTIL 
THE TAPE WAS WORN 


you would have to draw the character 
smalerif you want him or her to walk 
freely with 2 weapon, and this was 
another difficulty, For those reasons, 
most ofthe games in the genre were 
fought with bare hands. It was the 
seme with Sega games [including 
Altered Beast. But, we decided to ve 
‘weapons to the characters to make the 
‘game different from Double Dragon. We 
adjusted the swing so the charactors 
could not attack t00 far. We had to draw 
the playable character small, but instead 
‘we made the boss enemies and magic 
[effects] huge...” 

‘Ang they were 
certainly impressive, from 
J Asm mstoom- 

| clouds and Gilus's 

b ighting-bolts to Tyris's 

B timate magic attack, 
J a scveen-high tre 
J breathing dragon. Each 
of the twee characters 
had to colect magic 
potions to power-up their 
spell bars by whacking 
lite gnome creatures, 
either in the main game or 
a humorous intermission 
around a camprine. Working 
‘out the best time to usa 
spells, either casting lowly, 
less damaging attacks on 
smaller minions, or saving up 
al your potions to unleash a 
massive firestorm on bosses, 
added a degree of strategy 
tothe gratutous hacking 
and slashing. “| happened 


fy tohave knoweigo of 
BB) ciemenbased mage, so 
A sevoyappiec "says 
Ushi ater engmatoay, 
“Altnough wed nt 


—— select water, because 
DEVELOPER water would be a healing 
J ragic, rather than an 
HiGHUGHTS Y atecking mage 
ALTERED BEAST ‘Another memorable 
erin featwo of the gamo was the 


addition of rideable beasts 
‘One creature that makes an 


‘ALIEN STORM appearance in Golden Axo 


‘SYSTEM: ARCADE 


‘YEAR: 1990 ~the so-called chickerlag 
GOLDEN AXt ke EE) monster or cockatrice had 
‘THE REVENGE OF first cropped up as a monster 


DEATH ADDER in Altered Beast In Golden 

SYSTEM: ARCADE BEE Axe it makes its entrance as 

YEAR: 1992 the steed of a clan of ferocious 
‘Amazon women, Later, 
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a 


D> players encounter two types of 
dragon which, after demounting ther 
riders with @ swift blow to the head, can 
bbe ridden into battle spewing flame or 
blasting fre bots atthe bad guys, "This 
doa came ftom an art asset painted by a 
‘senior artis,” adds Uchida. “A character 
vas nding on a monster using a saddle, 
| saw it, and thought we could use this 
inthe game. 

Speaking of fantastic beasts, we 
ask Uchida wiry the team decided 
against folowing Altered Beast’s lead 
(of implementing monster or creature 
guardians, rather than the knights and 
‘jants that mako up the main bosses of 
Golden Axe. "We had to give up some 
‘small details, but basically everything is 
in the game,” he explains, “Im surprsed 
Yyou noticed this. This was intended. 
As part of Golden Axe's concept, we 
decided to design the enemies as close 
To human, We wanted to stick to the 
gameplay of "human versus human’ f 
there is no unity in gameplay, it will be 
ifficult for tre user to learn and advance 
the play sk 


— 


cede hee 9 


‘game. After Death Adder is 
vanquished and the credits 
‘oll, the game goes al Blazing 
Sadles on us and the cast 
of Golden Axe burst out of 
their arcade cabinet and go 
runing through the streets 
of an Eightios matropols, 
Bonny Hil-stye. “Just lke my 
other titles, ke Altered Beast 
and Alien Storm, | ik joyful 
endings,” chide tals us, "in 
Golden Axe the characters 
‘pop out of the game, this is because | 
wanted this to happen. When you were 
a child, l bot you wanted the characters. 
{rom TV programmes and videogames 
to come out of the screen, right?” 
Uchida also offers us a potted history 
of how the game ended up being 
christened Golden Axe, “The name 
of the game changed three times,’ 
he reveals, "Original, it was called 
‘Battle Axe’ The development team 
mombers liked it, But we gave it up 
for icence reasons. The next rame 
‘was ‘Broad Axe’ 


‘An amusing final surprise PERPeTwerermremey This was an English 


BDHNB. word that we thought 


Isletto the lstresiotine aN 
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‘would match the original 
Japanese ttle. There were 
no licence issues, and so 
the development moved on 
Bul, right before the end 
‘of the development, the 
president of Sega US saw 
Gilus’s axe, which was @ 
bit yolow-ish. He thought 
‘that colour was gold and he 
said ‘Golden Axe is the tle 
of the game. We didn't ke 
‘the name because it had no 
relations with the Japanese, 
but we were threatened 

that he would not sel the 

game if the title name was 
not ‘Golden Axe’ and so we 
changed the title name. Death Adder's 

‘axe Was coloured gold, instead of the 

original iver and we also changed the 

plot to match the name. | now think 

it was good that we had changed the 

name and | appreciate 

his advice, 


ith the arcade game 
proving a big draw for 
fans of hack-and slash 
farcasy f seems the 

team was wel rewarded aftor is year 

long development project. Like Altered 


Boast, Sega selacted Goldan Axo to 
be ported to its Mega Drive/Genesis 
console. The result was, save a few 
shortened areas, an authentic conversion 
that added an extra level tothe end of 
the game, and new a final boss caled 
Death Bringer. However it tumed out he 
‘was realy ust another version of Death 
‘Addor in cisguise.. “I was an advisor 
providing advice to the development 
team,” Uchida tolls us. “The basic game 
is the same as the arcade version, and | 
think the conversion was realy good. If 
could say something, the Death Bringer 
could have been better and | wanted 

to give him a better name; | wanted 

him to appear in a more dramatic way 
and | wanted to change how he looks, 
ot just the colour. He is the fina boss, 
and so he should be most impressive.” 
Soga aso released a Maga CD port, 
with improved animation but solo play 
ony, and a butchered version ofthe 
‘game for the Master System, with Ax: 
Batter as the only playable characte. 
Virgin Interactive was granted the licence 
to produce ports for the Amiga, Atari 
ST, C84, Amstrad CPC and Spectrum, 
which were coded by Probe Software, 
\wivle Japanese davoloner Telnet 
produced the disappointing PC Engine 
CD version 


rather mo 
accomplished Mega 
Drive cartridge release 

exclusive 
sequels on that console 
although 


magi 


feat 
more spect tos 


panned 6 
Beast Ride, released on 
PS3 and Xi 
2008, But of al the 
Gokion Axe titles, the 

crignal incamation was the 4 

game that made the biggast i 

splash in its day and remains 


BEAST 
RIDERS 
ee with v 
effects, one of 
Golden Axes signature 
resis the ability 
tealthe steeds 


‘most foncly remembered, 
ling on a e 
range 
and portable devic 

da why he thinks 
famous fantasy braw 


metimes gruesomely cf adversaries and 
turn ther against 
them, fram the lowly 


chicken-eg monster 


tothis 
the high point. fal 
ently the franchise 
from lacklustre sequels like 
Golden Axe: The Duel andthe critically 


extremely nasty 
sping beast was based on 

3 fantasy world 
and magi 
Visual effects of the mag 
polls] were pretty neat fc 
tile back then, and probably peop! 


swords 


he muses, “The 


enormous dragon hi 
‘and roast the 
abinet to charcoal while Tyrs strutted 
bikin, That was 
see every day 


pants of 


her stuf in a med 
pmething you didn 
back then, 3 


Hie LAR 


3. 


Tagreneran 


THE MAKING OF: GOLDEN AKE 


991) 
This Mega Drive exclusive doesn lifer much rom 
‘he original, wth our thre heroes returingt defeat 
‘anew archenemy aed Dark Guld, The move set has 

been tweaked fr instance Tyris now has aback fip 
attack, and the masic eters re alitie weaker ooking, 
but some of the music, from NiGHTS int Dream= 
‘composer Nacfumi Hatayais most impressive. 


(991) 
Released forthe Master System, perhaps to make 
Uupforits woeful conversian ofthe arcade game this 
was actualy an acion-APG, and rather shameless 

Clone of Notendos Zelda Taskng payers wth fring 
rine magic rytas hidden by Death Ader inthe cy 
named kingdom of Frewood, twas afun quest, and 


| one ofthe ast releases for Sega's 4 


console 


] ag) 
] megs came Gear also ott cun Golden re 
spin-f hat respectly ppd a naher Zi, 
Link’ Adventure W's an acho RPG rth atop-dnn 
overvorifor exploring, whieh swrchsto he ere 
familiar sdesiew o Axwhen be, ser ating. 


99) 
The ony other Golden Axe ile valving Makoto 
Uchida, his areae sequel an an Seg3s powerful 
‘System 32 board Featuring fou new characters, 
including female centaur and giant i's detintly one 
othe top Nineties scaling beat‘em-upe 


(4993) 
1m This Japan-only Mega Deve sequel may have been 
infuencedby Revenge Of Death Adder th ts larger 
characters and mitiple routs, There are sore nice 
setpeces like afght on awagon, and another decent 
Hataya soundtrack, ut ites more tke Sets OF 
Aagethan Golden Axe Nol that thats abad thing 


(1994) 
1 The third and fil Golden Axe arcade ie departed 
from the seroling beater-yp formula instead taking 
the form ofa Stree Fighter style one-cr-one fighting 
game: iling Sega's STV bard basedon te Saturn 
‘consol ardvare, the man draw ofthe game was 
geting the chance to play 2s Death Ader himsel 


(2008) 
MA bloody resmagining of the franchise, Beast 
FRiderisa 3D hack-and-siash wihlitlein common 
nth its predecessor, save or the appearance of 

an unrecognsable yi Flare as its beastridng 
heroine Rising gan beass is erjayable, but combats 
awkward, asisthefiricxycamerasysiem. 
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GOLDEN 
MOMENT 


Rey 


#8 
HYDRAS 
TEETH? 
minanodtoRay 
Haryhauser, our 
heroes encounter an 


armyef skeletons on 
the back of giant 
eagle. Given arcade 


technology, we'dhave 

tosaythey are nat as 

well animated asthe 
onesin Jason And 


The Argonauts 


COUN eget 


& Sy 

DD) 

2 We 3 
Nat 


eu ss 


~ x 


MEET DEATH 
ADDER 

ae 

‘Dah aire 8 
from pile of Fe 


The best and worst conversions of Sega's classic brawler 


Sega's own Moga Drvo (1) poris _—_] Gillus aro mvasing(athough the magic] Smash Pack potis anetner disappointing. is on the WonderSwan Color (6). 
excromely cose to tho orginal game, ervains| the graphics and animation awe | Mega Dive conversion with simiary | features mmpxeved Visuals, new combat 
foatuingsighty smalersptas and tar, while the multplayeris absent. | poor audio. The Mega Drive outing animations and a dacort soundtrack, a 
weaker ausio. Approved by Uchida Tne Moga CD (3) also msses the | continued to ferm the bass for many | much betoratomative to Tiger's bland 
himself itadds eras including ‘Due! | mulplayer mode, out does indude better | later compiation carsole pars, incuding | LCD effort. The worst console effort 
and ‘Beginner’ modes and a brand armation and great Red Book audo. the PC, PS2, PSP, PSB and Xbox 360. | \s Telenet’s PC Engine CD (7) per 

The GBA outing (4) on the Sega Smash | [t's also the bass for Lavastorn’ which sutfers from terse animation, 

Packis vry poor The playing area reasonable Tapwave Zodiac port and the | clunky contol, naff remixed tunes and 


argue 
By ca 


the best early version available 
ison, the Master 


c clision detection 10S (5) version, whichis an otherwise | laughable animated cut-scenes, 
stem 'sappaling, and ithas atrocious audio _| authentic release hampered by fiddly The @-bit home computer ports are all 
(letfors avocious Tyris Flare and | andimissing music The Droamcast. | convols, Afar better handheld effor’ | by Probe and quite mixed, The C64 (8) 
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: Nb) 
1jeey ESEESEE] GF BY 


“DEATH ADDER'S AXE WAS GOLD 
AND WE ALSO CHANGED THE PLOT 
TO MATCH THE NAME?) 


DRAGONS 
‘On beating Goon 
‘ae players are 
sreetedwith one of 
the funniest end-ereit 
sequences ever 
grace acoin-op, as the 


various vans 


foughtburst out ofthe 
cabinet and rn out of 


oor contol, no multolayar and there's | formats, with Probe once again on 
only ever one enemy on-ser he | coding dutes. The Amiga (11) version 
Amstrad and Spectrum versions fare | is bilan with vival that ro erguao}y 
beter, The Spectrum (9) eration is very. | better than the Mega Drive game. The 
decent, with far etter hit detecton and | animation and soring is super sick, 

the alzmportant two-payer mode. The | while the tunes sound lot puncriar 
cfechies lok woady and garisnbutit | than Sega's afr. t misses out onthe 
remains solid. The Amstrad (10) one control front, but this is othe se very, 
is even better with far more detaled | very good and vitally identical to the 
suas and the sarnatwo-payar mode, | Atar ST outing. Intros the PC (12) 


offers iereible music, muddy visuals, | Things wee far beter onthe 16-b 


J port sams to be based on the Moga 


| version and Mega Drive outings are also. | 


J avaliable on the Wi's Vinual Console, 
bout without online support. Golder 
‘Axe can even be found on mabies, 
but t suffers from cramped contrals 


Drive game, as it features the same 
‘Begnning’ and ‘Due!’ modes, and the 
Death Bringer colour palette, but no 
the final level. Sadly, it has tery jerky | and weedy looking visuals. Perhaps 
seroling and poor audio. the biggest atrocity though was Sega's 

version can be found | attemot to remake the game for PS2 
(14). t should have been an inredibly 
port but was a botched 
ing with laughable visuals 
and excruciatingly painful gameplay. 


also feature 
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ENEMY UNKNOWN | 


20 years after its initial release, UFO: Enemy Unknown remains 

one of the most challenging and influential strategy games ever to 

be released. We spoke to lead designer Julian Gollop to try to get 
to know this enemy better 


‘ou really shouldn't have taken. 


th the input on one affecting 
the output of many others. One single 
bad turn on a mission, one single hasty 
click, just one mistake and before you 
know it you're wondering whether 
you're a bigger threat to humanity's 


> — ~ 


THE MAKING OF: UFO: ENEMY UNKNOWN 


{PCI Desig with ln veut ada ae eau, 


IN THE 
HNOW 


PUBLISHER: 
McROPROSE 


DEVELOPER: JULAN 
NeKoLLOF) 
MrTHOsGAMes 


"RELEASED: 1 


PLATFORM: PC AMIGA, 
12, PLAYSTATION 


-SGENRE: STRATEGY 


|} could onty see what they could see! The 
map was revealed through what they could 
see, and they could only see enemies if there 
‘were no intervening obstacies. | did try 
implement something lke that in a board 
game before computers came along, It was 
uite cumbersome 

‘A first, Enemy Unknown started out as 
a saquel to Lasar Squad. “We had a demo 
‘of something that we called Laser Squad 2, 
‘which was on the Atar ST,” explains Julian. “it 
had some elements of what went into UFO. I 
hhad the 8D isometvic greohics, where bullets 
‘could go up and down as well as left o right, 
soit had this sense of areal 3D word to it It 
had destructibie terain, other stuff that was in 
Laser Squad, but the main innovation was the 
3D isometric parspactve.” 

With the rough demo in hand, Julian ana 
Nick this brother! now had to find 2 publisher 
Right at the top oftheir list was Microprase, 
considered by the Gollop twins tobe the 
‘best publisher inthe business, Microprose 
was interested, and gave them an 18-month 
ccontvact to produce a game, paying £3,000 
‘per month between them, With Mieroprase 
‘on board, now the croot of eoncapt had to be 
‘made into an actual game. 

“Their biggest influence was right at 
the beginning. Actual, thei only influence 
vas right at the beginning, as within 2 few 


PARIMIGHIAIREGENERVAIES) 


weeks of discussing it with them | had @ 
fairly clear idea of how the game was going 
to work, Basically, thei idea was to expand 
the game into something with mare of a 
strategy element tot," continues Julien, on 
Microprose’s early input. "What they basically 
wanted was something that could somohow 


Inates Cuitston anne seopeans OEVELOPER 
Snbton A gandaveesy game OF, HEMET 
iat had was 9 ate Worle gaa 
They ered some kndofraeuch ee, and LASER SQUAD 
‘something like the Civilopedia. What they SYATERA VARIOUS 
were Suggesting was very high level, with “EAR 1268 __ 
no desis about now onaar Ras gong RAIDERS 
to be implemented!” SpecrRuM 

Aswan msn hej, te olops YEAR 
wore ost ft gat onwent When LORDS OF CHAOS 
Sion pronead erst dasgn doce, em 
Miscpese deh rely unewand"Inas _SYSTEMAnOUS 

wearin 


to.go to this meeting in Chipoing Sodbury 

to explain in person how the game worked. 
(Of course; | didn't have any other game to 
compare i to, because there wasn't any other 


©61had to go to this meeting 
to explain in person how the 
game worked "7 


Julian Gallop 


The five bi 


guns in the wor 
real 


rategy 


E 


‘game lice it. twas a bit new to them... and, 
‘okay, in realty it wasn't realy Eke Cialzation 

Microprase did, however, have a hand in 
the theme and setting of the game. It fel that, 
following on from the success of Civiization, 
players would reiate well toa game set on 
Earth, Tha frst idea for the thame of UFO 
‘came from Pater Moreland, deputy publisher 
for Microprose. fan of Gerry Anderson's TV 
seres UFO, he suggested i as an idea to base 
the theme and setting of the game. 


Ulan watched a few episodes on VHS, 
and wasn't too imoressed with its @ 
basis. “The only idea that was retained 
from that was the idea that you had 

this a encompassing, worldwide organisation, 

that's responsible for somehow intercepting 

UFOs before they could do any damage. So, 

SHADO became XCOM. | found an altemative 

inspiration to Gerry Anderson's UFO, ina book 

called Alien Liaison by Timothy Good, which 
had this stuff about Area 51 and capturing 

‘and reverse-engineering UFOs. So, Ws idea 

‘of capturing the UFOs and their contents, and 

then researching it, reverse-engineering ft, and 

then buiding your own new tech comes from 
that idea.” 

“The complenity of Enemy Unknown is one 
cof the man reasons i is stil so revered, yet 

‘each of the systems is actualy pretty simple 


rid of 


} TOTAL WAR SERIES COMPANY OFHEROES COMMAND DUNGEON KEEPER CIVILIZATION 

r Probably thebiggestsategy This Word WarileTSseries ——& CONQUER 18 Take contro of your own 18y todays standerds, Sid Meiers 
Wes round oda the Total ar sone ofthemostacaimedot —wmTHsclasscserlesisonectthe dingeon buldancelitle ture Chilzatonmay seem clunky and 
seresleamustplayfrany —_recentyers and showscffmedemn truegteas. The RedAlertspin-of chamber andslapyourownminons bluse. However, we shoul show 
stsegyfn-otinded, anybody camputerspretywelihleeng—_serisisprabablythemostpoularsoundabittsPeterMatneux —_somerespectTisceraniy 


‘Who fancies ooking after 10.000 
‘en. There's all sorts of mads to, 
for example the Lord OfThe Rings 
rod or Medieval that inludes 2 
recreation of Helm Deep, 
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achallenging sategy game, The 
WW? setting means thatyou get 
torecreatesomehstoriatbates, 
such as Operation Marke! Garden, 
Because that one went zo wel 


amongst fans, Eve those whe dott 
love strategy can find something 
tolove here~ probably the music 
Whack Hl March on, and change 


history forthe mathelana wort playin, 


thinking hs mad thoughts again, 
but this is one ofthe tes he came 
"upwit an idea that ely worked, 

‘Averysily game, butane thats well 


wasnt the frst strategy game, but 
remains amilestone ofthe gent. 
Ifthe challenging U doesnt bother 
you, perhaps you already pay 
games by Paradox, 


TEIN MBER SICAM 


Why maths is quite helpful when playing UFO 


‘Although it ean be daunting, you really need to gett grips withthe game 
systems in order to be able to actualy do anything in UFO. This means 
having ahead for figures. How many time units will you have te spend to 
‘get tne of sight on that enemy? Will you actually have enough remaining 
to fire? Is it even worth fighting this mission? Your rookies are litle better 
than useless at early levels, which makes it al the more heartbreaking 
‘When the one tough bugger who's been fortunate enough to stay alive 
ery lurking in the dark. 

Furthermore, there's the routine maintenance of your base — keeping 
‘sure that you've got enough in your stores to replace lost equipment, 
making sure each solder is equipped, right down to the precise amount 

ammunition they earry, making sure that your resources all goto good 
use... there's an almost averwhelming amount of data ta deal with We 
asked Julian for tps, as most ofthe planet was threatening to abandon 
us. He could only say “Oh dear. You certainly need to get your research 
up and running pretty quickly. I guess | ean‘ realy help you anymore m 
probably abit rap at playing it myself” 


thaw wi gttack nan ee? 


Belov gets shot, she dies. Aliens attack 
Germany, Germany panics. You lose money, 
and therefore now have even less to spend on 
protecting what's left of the world. The next 
mmission is even harder, and yet you sill need 
to capture some alien technology to research, 
The complexities, and the fun, arse from the 
interactions between these individual systems, 
and from the unforeseen consequences, 
“There's a lt of systemic stuff” admits 
“Although this isnot revealed to 
the player, the aliens have certain levels of 
progress in ther plan, Each region of the 
‘world has its own level. So, first level 
they'd be sending out scours, next level 
they'd be sonding out abductors. 
basicaly the aliens had to fly a 
cartain amount of missions in 
order to progress to the next 
level. Of course, you could 
stop them progressing by 
shooting down their ships. 
A the player can see is 
that they are encountering 
new alien ships, and new 
alien enemies, Eventualy 


the alions get to a level where they send out, 
ships to look for your bases, which can be 
very dangerous if your base gets attacked, of 
course. They will initrate the governments, 
and basically take over them, The aliens plan 
was inexorable — you could slow it down, 

but the only way you could utimately stop it 
was to build your technology, go to Mars and 
destroy thai big brain.” 

Despite the sze of the game, and the fact 
that itwas neafy three years in gestation, 
only Julian and Nick actually worked on it as 
designers and programmers, with two artists 
at Mieroprose, "It was a bit iiculous — we 
should have basically hired more programmers, 
but of course Microprose weren't giving us any 
‘money to do that 

Furthermore, unbeknownst to Julian 
and Nick, the game was actually canceled 
when Microprose was bought by Specwum, 
Holobyte. Pete Moreland decided to keep 
the project running anyway ~ "| guess it was 
just such a tiny cost to them. And then, only 
when Spectrum Holobyte were desperate 
for same product to ship within the financial 
‘quarter, did they ask Microprose UK: ‘What 
have you got coming up that wwe can ship by 
the and of March?" The Microprose UK guys 
said: ‘Wl, you know that game you asked 
sto cancel... we've stil got it’ Suddenly, 
ur project became a high priority, right atthe 
fend, and myself and Nick were under a lot of 
pressure to actualy get i Frished before the 
tend of March 1984, 

This period of crunch was, Julian admits, 
light by today’s “abusive” standards, 
However, it was a stressful te, made ro 
easier by Microprose’s penny pinching. “We 
practicaly had computer meltdowns, my 


z 
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computer was on its last lags. The fan kor 
stopping, We had to beg Microprose for a 
computer for Nick they had to give him 3 
reasonably powerful computer for doing the 
debugging in the final stages — which they did 
agree to, sort of. Inlay, they said we had to 
bring our own equipment! 

In the crunch period they want ro work 
in a closet at Chipping Sodbury for over two 
rmanths. "We were there seven days a weak, 
ten hours a day, wotking on the game, and 
‘yeah, we had to bring our own equipment, 
continues Julian, "They had a big virus 
attack, and accused us of bringing a virus! It 
turned out not to be us, but one of the other 
Microprose guys! We weren't exactly treated 
cextromoly welcomingly, | must adr! 

While Juan d's work on the sequel 
Terror From The Deep (which was made, he 
s2Vs, by about 1 people in twice the time the 
Gollops were offered to make i), he did go 
(on to make further ties in the XCOM/UFO 
series. Would he attempt to make anything 2s 
somplex again? 

‘ve always lked strategy games, because 

| believe that a good game may have relatvely 
simple rules but have complex situations 
arising from them. Strategy games tend to do 
that very wl, you know ~ even the simplest 
nes are very good at that. | think it's possible 
to have an accessible game whicn dosn't 
have amazingly complex rules, but sil as alot 
of emerging complexity within what happens 
you know, what players do, what players 
‘explore. For me, that’s the holy gra of game 
design, So, I don’t think | would probably go 
back to making games as complex as UFO, 
bur I think there's still alot of stuf? you ean do, 
‘even with simple rules. 
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HIDDEN, (MOVEMENT 
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The Chaos Engine was one of The Bitmap Brothers’ defining games, 
showing the company at the height of its powers. We quizzed co- 

under Mike Montgomery on how it all happened 


= ———— ae 


SIPC} Th han Engine recess Sta 
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he phrase ‘hardcore’ is often used 

‘when describing classic Japanese 

games, as if Japanese tastes truly 

were only geared towards the more 
extreme end of the difficulty spectrum. 
‘Truthfully, however, while several 
Japanese games and franchises end up 
notorious for their high level of difficulty, 
such as Dark Souls and Ninja Gaiden, 
they're only a small part of the range of 
Japanese games that these days often 
cater for a broad audience. Similarly, 
easier games are also popular with 
‘Transatlantic gamers. While accessibility 
in gaming has brought videogames to 
many who might not have picked up the 
hobby, one could argue that such moves 
have come at the expense of challenge. 

Fans of the Metal Gaar Sold senes will bo 
‘aware of the “European Extreme’ ciffculty 
setting, made to satiate our specfic dese for 
Punishment. At @ cursory look, Europeans do 
seem to be alittle more masochistic than the 
rest of the world when it comes to games, 
with perhaps the exception of Russia, home of 
the infamous Pathologic trom Ice-Pick Lodge 
But historeally, Brain in particular has given 
the word more than its far share of hard-as: 
nals gaming gaurtiets. Ete was made in the 
UK. The Sentinel. Discworld. And The Chaos 
Engine in particular is representative ofthis 
kind of British Herdeore gaming, with capital 
B for ‘Bugger me!” 
In some places we had to change 

the gameplay, it was too hard” Mike 


FNGINE 


IN THE 
HNOW 


= PUBLISHER: RENEGADE 
SOFTWARE, 
"DEVELOPER: THE 
"BITMAP BROTHERS 
RELEASED: 1773, 

= PLATFORM: VAStOUS 


"GENRE: TOP O0WN 
‘SHOOTER 


In some places we had 
to change the gameplay, it 
was too hard! 


Montgomery, founding member and owner 
ff The Bitmap Brothers, shoots from the hip, 
teling us that there was always litle pont in 
making an easy game. "I think t's bke all of 
the Bitmap Brothers games... they're probably 
abit too dificul.” he admits. “The reason 
for that was we designed games thal we 
wanted to play - for us it was actually quite 
hard to think that somebody would want to 
play something that's easy 

With a twist of Brtish humour, that 
difficulty level would be even tougher if 
you'd come by your copy via dubious 
means... "The other problem with Bitmap 
Brothers games and hardness is that, as copy 
protection goes, if you had a pirate copy, the 
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game was probably about 20 times harder! 
continues Mike, "We used to get people 
phone up and say ‘Why, er, why did you make 
the game so hard?" and we'd say ‘Wel, what 
do you find hard?’ and then they'd telus, and 
we'd say "You must have something wrong 
vwith your copy, send us your addross and 
‘well send you 2 new copy’ Of course, they'd 
pur the phone down then. We never expected 
people to persevere that much.” 

Choosing one of six characters (Navvi, 
‘Thug, Brigand, Preacher, Mercenary, and 
Gentieman}, each with iffering stats and 
abies, players of The Chaos Engine must 
navigate an extremely hostile, mutated 
version of Vitoria Britain. Nodes of the tar 
Engine, scattored all across the landscape and 
surrounded by strange creatures, must be 
‘activated in order to change the layout of the 
‘world and eventualy enable you to destroy the 
Engine itsetf. The Chaos Engine isa top-down 
shooter with an extremely strong steamiounk 
‘aesthetic, made long before the internet made 
itso popular 


How to use The Chaos Engine’s generous checkpoint system 


‘Those litle yin-yang symbols are 
checkpoints fhoth players de, and be 
til have lives remaining, they 

respawn atthe last marker they 
bumped into. They also serve as 


handy places for a bit of resurrection. 


generous with ther, overall 


Should your co-op partner die 
shamefully early - which of course 
will happen at some point ~ then 
simply toddle off to one ofthese 
lovely ile markers and bring your 


either Failte make ite one. 
before the remaining player 


chum baek inte the fray. They surely 
ankful. The game is pretty 


‘They're spaced out well, and they 
sometimes require abit of work to 


allof their ves, and i's curtains 
{or both of you. On our word, ths 
will alse happen. Hope you've been 
making note of your passwords. 


find the route, but the pace of the 
game ensures that you're never too 


far from a checkpoint. Ofcourse, 


you're never too far from a bullet, 


of them 
expends 
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otAnigalYoscaesbince your characters wehtheraneryou itu 


D> “1've actualy done a bt of research on 
the internet today 70 find out, to remamber!” 
‘explains Mike when we ask him about the 
game's cistnctive style and plot. “To be totaly 
fay, I emembered it exactly | just missed one 
person's name who actually Was involved — | 
cannot find his name, because sadly he left 
the company before the game was finished, 
His name was Phil... he's notin this industry: 
he left to do something completely different 
He was reading The Difference Engine. To be 
perfectly fair, | don't know the novel, | actualy 
never read it myself ~ I'm dyslexic, so I don't 
read alot He was reading the book at the 
time and kinda said "Why don't wee make @ 
game based on this?’ I's one of those things, 
you know, when somebody comes up to you 
‘and you go ‘Go away, i's a load of rubbish, 
and thon it sort of sticks in your mind, The 
more he talked about itn the office, the more 
‘twas ike, This isa rally, realy good idea’ 
“Well that’s where the plot came from, 
anyway, lot's put it that way! That's where it 
realy ended up; it's, you know, stesmounk. 
I don't know wihat to calli realy, epart from 
‘steampunk! And it was cartoony, but realistic, 
‘you know what | mean? It was really exciting 
Where di the story come from? Well that 
vas actually uit up as it wont along, and 
there's probably not much of a story in ther 


Uurprisingly, for what is, by British 
standards, a relatively benign setting, 
story, and characters, opening up the 
game to the wider intemational market 
‘caused some problems. Fora slart, the name 
The Chaos Engine had to go — the game 


iP ya tr ees 
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sames 


PIAVERE 


being renamed to Soldiers Of Fortune in 
‘Amenca, Tha box arwork was also changed, 
losing the steamounk look. Also, there was 

{an unexpected prablemn with one of the 
characters. "We couldn't use the priest in 
“America,” Mike tells us sadly, 

Yes, unfortunately for the stucio, what may 
well have passed unnoticed in Britain {Mary 
Whitehouse being more interested at the time 
in protecting the world from JRPGs, which is 
why, as we al know, those of us in the UK 
‘missed out on some Final Fantasy ttles} may 
well have caused quite @ storm in the far more 
religious US. 

‘You've also gol to remember thal the 
publishers in America were from the Bible 

bolt. So, that’s why the priest couldn't be 

sed," continues Mike about the character's, 
ew name change. "They'e obviously 
influenced by their own upbringing, aren't 
thay? They thought that using a priast that 
was king things was not the thing to promote 
in America! That's why it was changed to 

the Scientist. can remember atthe time that, 


y 


DEVELOPER 
HIGHUIGHTS 


XENON 
SYSTEM: VARIOUS 
‘YEAR: 1788__ 
‘SPEEDBALL 2: 
BRUTAL DELUXE 
(meruReD) 

SYSTEM: VARIOUS 
YEAR: 1991, 

Zz 

‘SYSTEM: VARIOUS 
YEAR: 1996 su 


Using a priest that was 
killing things was not the thing 
to promote in America! 


Aig Na age atinon rah Justo rg 


‘Arie ne a nde ard 


whan we got tld that we can's usa the priast, 
it was tke, ‘What the f***'s gaing on? Tell 
them to piss of!’ And then it sort of dawned 
Con us that to gett into America, we'te gonna 
have to do this, there realy is no choc 

Aside from the main aesthetic and plot 

influence from Willam Gibson and Bruce 
Sterling's The Difference Engine, players wil 
also note that the third world in the game, the 
‘mansion of the antagonist Baron Fortesque, is 
litle... Addams Famiy-esqua 

“Ooh, blimey, did we do that on purpose? | 
don't realy know!” admits Mike, before teling 
us, "You'te dead right; i's got The Addams 
Family written allover it! | think its something 
‘ke, whatever is going in your life is always 
‘gonna influence something, You know what, 
| think it was probably the guy that let wino 
‘worked on that lave. | think that was the 
‘second lavel we dd. Evan though i's not the 
‘second in the game, it was the second level 
that we actualy knocked up.” 

So considering the game was getting 
"knocked uo’, how long didi take to actully 
create? "Awww, | can't remember that one! 
take a guess, it probably took 2 to 12 

months. When we started it, there was Dan 

Malone who was doing the graphics, tis 

‘uy Phil that was doing the design and 
Stave Cargil was dong the geometry 
and the programming on it. And then 
Phi decided that he did't want to be 

in games! | think he wanted to be an 

‘author or something lke that. It was very 
‘sad wien he left, but there was no changing 
his mind, So then we got Simon Knight, wino 
‘actually finished some of the design off. 

While The Chaos Engine is hard 
‘extremely hard, notoriously hard ~ the Bitmap 
Brothers can't be reasonably accused of not 
trying to make it fai. “We used to spend 
hours and hours and hours play-testing it" 
confirms Mike. "We put an awful lot of piay- 
testing into our games, and it wasn't a case of 
just writing games for money, we were doing 
It for own enjoyment 

Kay to the gama is the slick cooperative 
‘element, a strong factor in why it bacame 
‘50 popular. Regardless of whether played 
‘ey a sol player or with a frond, Player One 
will always have 2 partner. Characters level 
‘up based on their individual performance in 
‘a game —bonuses being awarded based on 
how much of the level was completed by & 
player, how much gold the player picked up, 
and s0 on — but this really is stil a game based 
‘mote on cooperation than conflict, Stealing 
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hie fiendish difficult, and certainly a 
games now being of the 


ou just have 
than the 


‘arent good enough ~ The Chaos Engine 
‘very bit a good as it was back 
inthe day Fans with fond memories 
i be gad to hear thatthe recent PC 
is essential th orginal 
‘graphs, nd musi, running through 
8 8 vich means 
so many different 
nes using quite smal teams — ely identical tothe orginal and every 
a peashooter ultimately making things harder on the talent and sk of its dee damn bit as frst 
for the pair of y than on massive number of workers. The 
“We liked to do multiplayer games, you Chaos F dona 
operative games... mainly 
playor, bocauso that's all we could ealy do ST, Amiga CD32 with a nifty Cosgrow 
atthe timo," explains Miko about style ani MS.DO 
addition to the gameplay. SNES and os 
3s cffcut, because 
and Amiga company,” says Mike 
aos Er 
re would pay b 
sould watch how the 
te the code forthe Al « 
consoles as wel One thing that Bitmap 
Brothors was famous for was that wo got the 
tof all the machines that 
i's areal go 3, the ST and the Amiga. id the 
tual thirking about how ing on The Chaos Engine, | cid al 
tually watch and you play it yoursef and you grep hardware stuf. 
hal—rather than just vent an Al that’s what | used to do constant, just 
not real inteligence tweak, tweak, al the time, make it faster 
and faster. 


Like running and gunning? Make sure you play these. 


ROBOTRON 2084 SMASH TV ALIEN BREED SHADOWGROUNDS: ALIEN SWARM 
RELEASED: 1982 RELEASED: 1990 RELEASED: 1991 ‘SURVIVOR RELEASED: 2010 

This game by Eugene Jari Anather Eugene Jarvis game, Releasedin 991 byTeam 7, ‘RELEASED. 2007 Originally created sea mod for 
creator Defenderisformary __andancthertwin-stick shooter, __andheaviyinfuencedby hefim m'Thismademtop-down shooter Unreal Tournament 2004 and 
gomersthe standard -setterforali ths game pus playersintoa Aliens, hss a slighty slower ‘rom smal Fnnich developer then bought out and developed by 


top-down shoolersthat followed murderous game show strongly __pacedgame than many other op-_Frozenbyteis mare narrative Val, ths online mutilayer 0-09 
after Taking the rough gameplay _resembing The Running Man. down shooters, replacing asmall focused than mary ther games, shooter iatthe sametime modern 
ideacf Berzerkandfiting twih Smash TVs flasher andway more amountofspeeduitha good desl —_fckingbetweencharactersas___andald-schel. mining an old game 
twin-sikcontols thisinovation obtentatousthanitspredecessor, _ofatmasphere andtension. lon levels andthe story progress, Wile syle with current onlin features, 
meant that he player ould Neverbeforehasmass slaughter Breed was spopuarthat sequels alitlerougharoundthe edges, andresutngin ane ofthe most 
now move and shoot indifering __beenrewarded bya brand new usthept geting made, the mest _Shadongrounds Surveristight awesome teamplay experiences 
rections simultaneously taste. Big money big prizes. recentin 2010, andtocused, ndchespaschips. available Andit doesnt cost thing! 
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See pal Greg Holmes got his big break from Jack The Nipper and 
created a comic strip in bisa elds form. We took some time to find 
raphics and created a little monster 


out how Greg met Gremlin 


Greg when asked how this third project 
began. “| have always read comics ~ and 
still do and was a big fan of Sweeny 
Toddler from Whoopee! and Whizzer And 
Chips. | was sick of all the main characters 
of games being heroes and doing good 
and I wanted kids to be naughty because 
it’s more fun, So that's how Jack The 
Nipperwas born. A Trick OFA Tale was 
‘poor Manic Miner clone developed to 
learn 280 assembler, that was followed by 
Podder.| then started storyboarding Jack 
The Nipper and developed some sprites 
and mock up screens. | borrowed my dad's 
car and spent a few days travelling around 
north-west games companies - Ocean 

and some others | can't remember, it was, 
nearly 30 years ago. After receiving many 
‘We'll let you knows’ | ended up ~ rather 
despondently at this point — at Gremlin, my 
last port of call before heading home. As 
they thought | showed promise, they asked 
me if |had any other ideas - something the 
ther companies hadn't bothered asking 
=s0 | pitched Jack The Nipper. Gremlin 
‘asked me to continue, albeit unpaid, but 
with the hope of publishing, 

On the basis of this gentlemen's 
‘agreement, Greg assigned his sister's 
boyfriend and his brother minor creative 
roles before briefly picking the brains 
of Gremlin’s salaried staff. “Ispent a 
couple of days at Gremlin early on in 
the development,” Greg recalls, "Shaun 
Hollingworth, Pete Harrap and Chris Kerry 
gave me soma pointers. They wouldn't 
tell me all their secrets but hinted at 
what to do and | worked the rast of it ut 
myself. But all the sprite routines were: 
based on the help | was given by the lads. 
My younger brother John - who was in 
secondary schoo! at the time - helped me 
along with some graphics and we bounced 
‘Ideas off each other, Nick Corran, who 
‘was my sister’s boyfriend at the time, and 
‘a musician, came up with the tune. The 
game was written from scratch in 280, 
Assembler. | designed the whole thing 
wrote the code, all the graphics, screens, 
maps and sound effects myself. It took 
bloody ages to do that whistle!” 

Jack's memorable whistle wasn't the 
only time-consuming aspect of the game's 
development, thaugh, as Greg reveals, 

" started with a single Speetrum and 


Speer an 
haba st 


an ths ed maybe 


2 Spec Kage ia sap oone 
ioe pe ef prelan po 


tape recorder and used Zeus Assembler. 
I developed the game code in three parts 
Which all linked to one another as Zeus 
resided in memory below 32,768 and 

‘each of the three blacks of source code 
were above ~ and built 4K of finishad 
code ~ so there was a lot of fatfing about. 
‘As development progressed and Gremlin 
became more comfortable with what | was. 
demoing every few months they gave me 
‘an Opus disk drive and that really speeded 
things up. The screens were drawn using 
2 book | bought somewhere which had 
blank Spectrum screens laid out ike a 
checkerboard ~32 across by 24 dawn. Sa | 
drew all the screens and built the drawing 
routines from that. Initially | used pencil 
and paper to draw the sprites then typed in 
alll the numbers ~ like an idiot. However, 
thought there must be an easier way and | 
used Melbourne Draw for all the on-screen 
‘graphics, sprites and masks and wrote a 
series of routines to pull them from the 
‘screen into the memory areas formatted Pr 
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DEVELOPER 
HiGHUGHTS 


WANTED: 
MONTY MOLE 
meruneo) 

SYSTEM: 2X 
SPECTRUM, C64 
‘YEAR: 1984 

THE WAY 

OF THE TIGER 
SYSTEM: 2x 
SPECTRUM, C64, C1, 
AMSTRAD CPC 
YEAR: 19@6 __ 
TRAILBLAZER 
SYSTEM: Cig, 
CoMMODORE 
VARIOUS. 
YEAR: 1986 


USI 


IMS Geog ines 
tosPate ara ates 
dk The Noe 

HMsKnanameg 


‘The Offepring of Waly and Wma Wee, 
lite Herbert fst ound fame in Mikro= 
Gen lassie arcade adventure Everyone's 
A Walybefre going onto sarin Herbert's 
‘Dummy Run and play supporingrlein 
Three Weeks Paradise 


BABY JO 

i French developer Lori’ Tex Avery 
stylebaby appeared n a whimsical 
sroling platformer tiled Baby 1h Going 
Home Thisbabyshemed game had Jo 
*hrowing rates at his foes, ellecting fresh 
nappies and inking bottled wale. 


CHUCK JUNIOR 

i Belore Tomb Raider Core Design was 
best known forts popular Chuck Rock 
series, the second of which was called 
Chuck Rock Son Of Chuck an eared 
the prehistoric exploits of acub-wielding 
baby called Chace Junior 


BABY HEAD 

i Ninetesbraners otter made title 
“sen. Take Capcom's Captain Command, 
for example, which features Baby Head-3 
|wo-year-oldghter wh plots robo hat. 
Punches, kicks and shoot its way through 
futurist bates 


BABY MARIO 

sm Yourani talk about videogame babies 
wth mentioning Baby Mae especialy 
‘nce the ite yk hasUkely made more 
appearances than ay other oder in 
gaming His rst outing wasn the essential 
SNES platformer Yosh stand 
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> the way | wanted them. Because of 
the big sprites | had to use illegal 280 
instructions because | ran out of registers 
Uhad read an article in Personal Computer 
Weekly on this and then applied itto the 
sprite routine and that took some getting 
‘your head around. | also had to design the 
screens a certain way to allow objects to 
smash when they were dropped.” 

‘As he made progress on the game's 
coding and graphies, Greg fine-tuned 
the title's mechanics and gamoplay and 
worked out the devilish pranks that Jack 
would perform. “liked the way Grumpy 
Gumphrey had turned out, felt that its 
ssemi-3D effect relly captured the idea of 
a comic on the screen," reasons Greg, “so 
lsed that idea in Jack The Nipper Part 
‘of the gameplay was to be naughty and 
avoid being chased so the game needed 


the in-and-out-of-the-sereen mavement 
to be able to avoid everyone. | came up 
with many of the pranks but some were 
lifted from Sweeny Toddler stories ~ lke 
the prisoners being released. However the 
cat and horn was stolen from a favourite 
Looney Tunes cartoon called ‘No Barking’ 
where a dog barks and scares a cat up to 
the ceiling.” 

‘With work nearing completion an Jack 
The Nipper and it owing so much to the 
comic strip Sweeny Toddler, Gremtin 
unsurprisingly looked into the idea of 
‘adapting Greg's work into a licensed 
version of the then-popular comic 
character. "We did look into it, but it was 
thought that extra time and cost would be 
incurred, not only from the licensing but 
also from IPC wanting to change things,” 
Greg remembers. “As the game was fully 
formed we really didn’t see the need. By 
the time it came to publish I was given 
a job at Gremlin and worked with Pete 
Harrap who created the loading screen.” 

By way of in-jokes, Pete Harrap’s 
loading screen credited “Nick Laa” as 
‘musician rather than Nick Corran and the 
finished game included a location 
familiar to everyone at Gremiin. 

"Nick was from Ellesmere Port 
and was a ‘scouser’ and used 
to call everyone ‘La’, so that's 


| pees 
its emportant to eat your 
reens, the ever toughifl Jick 
makes good use otis peashooter te 
rake sure passing shopper gets at 
least one other five-day 


Jack's only a toddler, so You 

can'real blame him for nok. 
knowing that stufing huge battery 
Int Sst Miers mainframe might 
‘cause ashor-circut and blow up al 
the computers in ihe shop. 


sr CP New patie 
snd und ware pice ter 
‘Se Anscadvoriont Jck 
The per 


Ele ilahs 
inthe park wth weedkiler 
borrowed fom theorist, Jee 
attempts io make amends by using 
feriliser fram he graveardto 
produce man-eating zombie lowers, 


Knowing that Daduses 
adhesive io heephisteth in 
Place Jack tres to hep out atthe 
‘denture factory by dropping = giot 
pot of superglue onto a conveyer belt 
loaded wth fasetetn, 


oteng thatthe owner ofthe 

sock factory i runoff his fet 
packaging footwear, Jack Ky drops 
‘aheavy weight onthe production tne. 
shady his faut hat his destroys 
‘he sock machine 
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the reason,” says Greg, with a grin, "Just 
Micro was the computer shop set up by lan 
Stewart and Kevin Norburn - who set up 

Gremlin - so | put the shop into the game.” 


ith the game finished 
and thetit’s loading 
screen in place one final 
task remained; Jack The 
‘Nipper needed box art, which Gremlin 
‘boss lan Stewart had the final say over. 
“1was really choosed off withthe look” 
Greg scowls, “Gremlin used a local rn 
to create the cover art who didn't really 
understand where | was coming from. 
‘wanted the whole box art to feel lke @ comic 
‘and wanted it to read lke a comie-stip, 
‘They created this awful litle kid who looked 
nothing like Jack The Nipper -who was @ 
bald baby, However, lan Stowart thought it 
was great so that's what we ended up with.” 

‘Although disappointed by its front cover, 
Greg was far happier withthe critical 
response his game received. “it was like 
a dream come true,” Greg enthuses, “lan 
‘Stewart was particulary pleased as it 
‘was released at the same time as the first 
really big licensed arcade game, Ghosts 
iy "N Goblins, and Jack The Nipper made 

the front page of Crash not, Also for 
‘Your first game, getting that acclaim was 
amazing. t made all the effort worthwhile, 
‘and | was then able to pay off my debts 
with the royalties as fd exhausted my 
funds and had to borrow from my parents 
to keep going.” 

Jack The Nippers success on the 
Spectrum inevitably led to versions for 
other popular systems, all of which Greg 
hhad a hand in producing. “Pete Harrap 
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and | ported the Amstrad version which 
took quite a while i remember as we 
hhad to redo the graphics and sound,” 
Greg recollects. "However, believe it or 
not, we converted the MSX version in a 
morning. We took my source code and 
imported itinto the Gremlin development 
‘system, which was a 68000-based 
Pinnacle ‘mainframe’ computer with Wyse 
terminals used to code with, Pete knew the 
architecture of the MSX so we had only to 
change the screen, sound, keyboard and 
joystick routines, The rest of the Z80 code 
didn’t need changing. As for changing 
the graphics, the MSX only sold about 
2,500 copies at the most so the return on 
investment was not enough to re-draw 
them. For the C64 version, I worked with 
Jason Perkins and Mark Rogers and gave 
them all the screen setups and graphic 
layouts. | helped with the way the game 
worked, but Jason did most of the coding 
and Mark the screens and graphics.” 

But as well as demand for ports of 
Greg's game, the popularity of Jack The 
‘Nipper also created a couple of problems 
for Gremlin, “There were two secretaries 


= Sue and Sarah — who were deluged with 
calls, 0 | had to produce a list of tips such 
a ‘Get the key to open the radiator in 

the museum! The girls were great, there 
‘wasn't any hassle, just more mickey-taking 
than normal. For the music we used 
Whaml The Music Box, as | liked the way 
it produced two-channel sounds. However, 
Jan Stewart wasn't happy a couple of 
‘weeks after Jack The Nipper was released 
when the author made him pay £200 far its 
use in the game.” 

‘When asked how he feels about Jack The 
‘Nipper now, Greg makes it clear how fond 
the is of his creation and concludes with a 
suitably cat-unftiendly regret. "Ido feel 
‘proud. | work in IT now, and what's really 
‘unusual is that | meet people in their 
‘twenties and thirties who played Jack The 
‘Nipper as kids and had no idea it was 
‘written in their home town of Barrow in 
Furness. In hindsight, if there's one thing | 
‘would change about the game | would 
‘have made the cats move quicker!” 


Many thanks to Greg Holmes for his time, 
answers and fascinating anecdotes. 
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It's been 25 years since the world first glimpsed the Game Boy, the 
creation of veteran designer Gunpei Yokoi and his team at Nintendo. 
To celebrate its birthday, we took a look back at that most modest of 

handhelds and finds out what made it such a massive success 
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1's often said that there are no surprises in 
‘gaming anymore, In this connected 


readers to scrutinise its key characte 
‘and button configuration, the grey-co 
yellowy-green scroon, Displayed on the sereen was a 
litle something called Super Mario Land. 

It wasn’t possibie to judge the size however. There 


wore no hands grpping the Game Boy for comparison, 
‘Al was revealed in the July 1989 issue of C&VG when, 


an issue). Meanwhile, key Japanese launch title Super 
(Maro Land was desctived as "unbeievaby 

The review ended with some impressive s 

claims from Japan ~ 500,000 units sold to date, with 
300,000 snapped up at launch, Elsewhere in the issue 


‘the Game Boy was called “The future of handheld 
‘gaming’. As Jaz’s review was a UK exclusiva you could 
CAG for laying it on thick, yet 
ld turn out to be 


—— 


ee ee BOY WONDER: A GAME BOY ona 


When the Game Boy finaly 
arrived in Europe, almost 18 months 


after its Japanese debut, there were just 


hall-a-dozen games released alongside 
it Of these, Super Mario Lanes, Tennis 
and Golf wore the must have titles. 

(One tile you cit have to buy was the 
revelatory Game Boy version of Terris 
as it came bundled with the console 
This smart move had worked wonders 
for Nintendo in the US, leading to stellar 
sales (a reported millon units were sold 
within weeks ofits launch). European 
‘gamers could now dream of fling 
blocks too as Tetris fever took hold 
Itreally was the perfect packin ~ the 
uitimate game on the go. 

The succass of the hardware quickly 
led to flood of resh software that 
identified the Game Boy 2s a diminutive 
yet capable contender that could punch 
above its weight (which was a lean 
300g inciuing batteries, if you were 
\wondering}. In its frst couple of years 
the handheld was home to some 
fantastic orginal tiles such as pinball 
sim Revenge Of The ‘Gator platform 
adventure Gargoyle's Quest, and the 


MUSCIAL INTERLUDE 


Game Boy exclusive sequel Metroid fl: 
Return Of Samus. There was aso plenty 
cf decent and undeniably attractive 
icensed fare lke Teenage Mutant Ninja 
Turtles, RoboCop and Batman, Coin-ops 
‘wore converted too with varying results, 
28 you might expect, although Double 
Dragon, Nemesis and Type were all 
admirable attompis. 

‘The Game Boy's custom processor, 
\whion was essentially a 280 with some 
bits missing and others acded, ensured 
that many programmers could move 
‘over to the machine with ite probs 
Bob Pape, who coded the celebrated 
‘Spectrum varsion of FeType, went on 
10 develop A-Type il for the handheld. “I 
found the Game Boy to be a very simple 
and easy machine to code for” he says. 

“The hardware of course had limitations 
but then that was the same forall early 
B-bt consoles and computers, Some 
people may have had problems dealing 
with the imvted instruction set of the 
custom Sharp processor that the Game 
Boy used, compared to the Z80, but | 
think for those programmers who were 
used to having to seratch for every last 


What were your immediate 
thoughts on the Game Boy as a 
‘gaming platform? 

‘vied a Game 
it was a great it 
first thing | played was 


time |'d seen anything lice that 


How would you rate the Game 


gram 
4-bit samples that 


nad some c 


byte out of @ 1K ZX81 of 48K Spectrum 
through tight coding then it was almost 
ke coming home, 


nthe past Nintendo has been 
accused of providing dvolopors with 
vague or incomplete documentation, 
but in Bob's exparience this wasn't 
too much of an issue as the hardware 
was pretty much an open book. “Well 
if you don't know what's missing 
then you can't say it's not there!” he 
comments, “I's more ikely that certain 
coding techniques were kept 


[cameo obocop Gaara sunk 


that 

often 
the stuff cil fo 
ot from anather 
to spend enough time exper 
with the p 


me Boy 


ion so | dik 


661 found the Game Boy 
simple and easy machine to code for 99 


to be a very 


sive companies an edge, things like 
how to multiplex the sprites or give 
the appearance of seven shades of 
‘grey. Other ways of programming the 
hardware were so obvious they din’. 
ead docunanting 

‘Another 280 developer who gladly 
‘movad ever to the Game Boy was 
Kon Murfit. “In many ways the Game 
Boy was easier to program that the 
other 280 platforms,” says Ken, who 
ccame chietly from an Amstrad CPC 
background and developed Double 
Dragon and The Lawnmower Man for 


Jonathan Dunn composed for many Game Boy titles, including 
the RoboCop theme used on that washing machine advert. 


Did you encounter any technical 
challenges at all? 

| coded my own driver for th 

NES and SNES, but at the tne di 
have enough knowledge of Z 

ne audio 


am that gave n 
nol. It had disadvantage 


Your RoboCop title theme is still 
used and sampled to this day. 


Ga Boye th Pa 
ue Boy tel 


sn 
ended ro mache dea hey 


‘arnde wd bons eet wate ent 


ats aautrne meth otek Gor 


he Game Boy on behatf of The Sales 
Curve, “It was exciting to use real sprite 
and background-scroling harcware, after 
so many years of squeezing every lest 

0 out of platforms lke the CPC 
trum. No more pre-shifted 
sprites that hog memory, sprite maski 
or the 280 stack ticks requted to 
perform background seroling, You could 
just set up the sprite butters one time 
and scroling hardware registers once 
per frame and go. Obviously t was a 
step backwards in terms of colour count 
— there were four levels of grey against 
the Amstrad’ palette of 27 colours 
You could get in-between greys using 
flckoring but it was visually distracting 
and so | preferred aithering 

So developing for the Game. 

Boy wasn't particulary ciffcul for 


Does its continued popularity ever 
surprise you? For the ast 
I don't think anyone could have guessed —Siovenia’ 
that the Robo 
memorable, At the time it was just 
‘another game. Itwas the 
ky and there 


xing as 
ap theme would become company called IBZ 
co-founder of Fa 


games starun, | 


to think about i If look back ata the 
cifferent versions of the same piece of 
‘music| ad to do, | wonder how | didi 
‘That tune in particular has been sampled 
and t's great that it’ stil around 


Do you receive any payment when 
the RoboCop tune is used? 


anything when i 
advert. | think O 
getting 
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BOY WONDER: A GAME BOY RETROSPECTIVE 


seasoned programmers, but Ken notes 
there were a couple of une 
considerations, "The first was battery 
We, The processor was put to sleep 
Using the HALT or STOP command aft 
procossing had been completed for a 
ame, and this would minimise battery 
dlain unt! the next vertical blank, 60 
mas par socand, It was surprising to 
me at the time thatthe battery life could 
be extended by saving power during 
ese tiny sices of CPU down time. 
And then there was the odd entity 

known as ‘Version Zero Game Boy 

Ken explains: “There were these early 
produetion Game Boys of which only 
few thousand units existed in tre 
‘world and Nintendo insisted that any 
submitted tile must run perfectly 


What are you up to these days? 
le been living in 


GAME BOY 
BOLT-ONS 


‘Some of the not-so-silly accessories 
you could buy for your Game Boy 


BATTERY PACK 

‘Notthe most exing accessory, or 
‘most essential seeing a the Game Boy 
asthe ast power-hungry handheld 
ButwhenyourAAsddfraly gveup, = 
this don was good for upto tenhours 

of entra play. Andifyou were more kel tobe found paying 
ame Boy athome, alse doubled as ahandy AC adapter. 


GAME LIGHT 

1m The Game Boy was unplayable nioeight 
conditions so there wasn sharage of third-party 
-ac-ons designed to brighten up the display. The 

‘Game Light Irom Nubiwas one such sluion that 
bolted ono the frontf the green required 

four Abs batleries so itwas probably cheaper to 

finda decent ight source instead. 


AMPLIFIER 
1m Ancther accessory from Nubi this device pluggedinto the 
headphone socket atthe bottom ofthe Game Boy | 


ss GAME Hoy 


and bosted the audi output Sound was louder 
nd alzon stereo. With 2 many rdculous 
looking add-ons avalable forthe Game oy, thie 
Cone deserved points or at east ying to match 
the Game Boys style and form, 


GB CAMERA 
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GB PRINTER 

I Ifyouhad aburning desire to print the rainy, 
black and white photos you'd taken using the 
(6B Camera then you clay coveted his try 
thermal pincer. Otherwise, 2 bunch of 
games supporied the deve, lowing 

youto print cuthgh scares, screenshots 
andthe ike 


Yoo Bova 


Bey Capcon's Garay’ duestwas af in 
corcedeh Ghosts Gobine 


44.Nintendo created games that the graphics fom the start. | would have 


four separate palettes of four colours 


worked well on a small screen with ==! woron tte Secu 


50 the eighi-by-eight character colour 


= no colour 99 ues woe om eit Sipe? 


Game Boy graphics were a pain. The 


[cane By thre was cra tan 


‘Gave By The wer re Tre une na, Geaphloeartit EI GAE Raiser sal athena 
D> on thom. The differance was that other consoles atthe time were actually logos are boring enough to draw without to actually see them was so smal it 

the video memory was sightly slower a bigger struggle to create graphics for. sponding all day acting them to make seemed like abit of a waste of time. | 

in some respect and problems would The first ime you created a sprite and them actually work on the screen.” ‘actually put a footballer in the border for 
bbe apparent with partiaty scrambled saw ftrunning on a Game Boy screen Eliot's later games were specially FIFA $2 in a Watford stro and got away 
background tiles appearing in your game was amazing. It always looked way ‘optimised for use with the Super Gane wth it!” 

due to memory contention. Itwas 8 better than it did in Deluxe Paint!” Boy, the device that enabled Game Super Game Boy games at least 
shame because itfurther restricted how The biggest headache occurred when Boy carts to be played on the Super looked better in magazines — as anyone 
‘many background blocks you could creating full-screen images, such as Nintendo console, often with added ‘who vied to sereen-grab original Game 
update durng the video blank, tite screens, due to display litations, colour. Expaning the proves, El Boy tiles wil tell you. Niek Walktand 


[Due ro the Game Boy's smal screen “AGame Boy sereen is divided into an says: "Colour would be designed into. worked on Europress's GE Action, 
‘and imited colour palete, it was the job eight by-eight grid and each square in 


of artsts to ensure that the graphics, _that gris a charactor,” he explains. 
andin paricular sites, were as clear “When you create a ful-soreen picture 
and defined as possible. It was a you can actually only use about 21 


chalenge that Eliot Curtis relished. unique characte. It was nowhere near 
Working for Tiertex Design Studios, he enough We had tools from the coder 
created Game Boy graphics for various to highlight individual characters once 


Disney licences and FIFA entries. "To be we drew anything, and then we had to 
cffered the chance to make games ona be creative by using flipped and rotatee 
console was a dream, charactors within the picturo, hs akways 
he says. “Yes the depressing butchering a nice pote 
Game Boy was but often twas requred assets for a 
invited but the licence and there wasn't any scope evar eyjgan Pan 
for creativity. Pubisher or icence Ingemar anny arcs pase 


replay anche Gane Boy. 


MULTIPLAYER ON THE MOVE 


You had a Game Boy. Your friends had Game Boys. Game on! 


‘Two Game Boys could be connected together ‘As mast Game Boy owners had a cable, lots 
Using the link cable that was initially bundled with of tities inchided two-player support. Sports titles 
‘the handheld. Convenienty, pack ttle Tetris like Tennis and Golf offered gentle competition 
included a fantastictwo-player mode where while fighting games such as Mortal Kombat and 
players battled it out as Mario and Luigi. it Killer Instinct let you go toe-to-toe with a pal. The 
was simple but genius and elevated Tetris two Double Dragon sequels allowed you to team 
toeven greater heights. tup with a friend and clean up the streets together. 
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the UK's first dedicated Game Boy 
magazine which debuted in 1992. 
‘Game Boy games were a complete 
pain to screen-grab” says Nick. "We 
actually took photos because it was so 
tricky. The Game Boy was placed inthis 
lofted carciooard box, with a back 
cloth around the entranea, when you 
put your head inside. Like a Vietoran 
snapper but without the phosphorous 
flash. But there was always motion blur 
and when you tried to pause games 
they tended to come up with @ pause 
‘screen, To make matters worse the 
Game Boy looked, wel, awful. A blan 
cgreeny-groy, with shades in-between. 
Nick is nat alone in his lack of love 
for the Game Boy. “It was awfull” 
laughs Ed Magrin, a programmer 
who'd previously worked for 
MicroProse and Cinemaware an Apple 
land IGS software before moving 
conto the Game Boy at Virgin Games. 
"The processor was ike a 280 butt 
wasn’t a complete one, and there were 
banks of memory and the memory had 
10 be switoned in and out. So if you 
had a piace of artwork it wasn't just @ 
question of whether it would fit into the 
cartridge, but where you had a hole to 
putt where it wouldn't straddle banks. 
‘You know, up untl the Nintendo DS, 
I've always sald that it was our job as 
programmers on Nintendo platforms to 
‘make bad technology look better than it 
should have, 
Despite his aversions, Ed was 
responsibis forthe fantastic and faithful 
Game Boy version of Prince Of Persia, 


For this he also had to contend with 
Nintendo's famously dim view on 
videogame violence. “Nintendo had 
these palicies where no-one ever died 
ina Nintendo game," he says. “So 
{or Prince Of Persia the first tung we 
looked at was the slicer. We raised this 
‘and Nintendo said it was okay as long 
as we didn't show any blood. Ever 
‘on the Game Bay they dldn’t want 
big black pudaie oozing out! The 
‘pop-up spikes on the floor were also 
problem. Years lator | found out that 
Nintenda didn’t lice what it called "body 
deforming violence’. It was okay to get 
kiled but not have the spikes popoing 
‘out of your back” 

For Ed and other developers, whether 
they were fans of the hardware or no, 
it was clear that Nintendo had dovised a 
hugely popular platform. The Japanese 
firm had hit gold with the Game Boy. 
“Itwas my daughter who actualy got 
ime started on Nintendo,” says Ed, "She 
‘was in kindergarten and I was out of 
‘work as the company I'd ust finished 
{a game for had gone out of business. 
Iwas hard to find a job and my 
‘daughtor said ‘Dad you should be doing 
Nintendo!’ And she was right. Al ofthe 
kids had ane! 


y 
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“I WANNA BE THE 


"7 How the sales of two 
huge hits stacked up 


he Game Boy quickly 
‘established itsof as the world’s 
number one handheld, and this 
\was in tha faca of compattion 
{rom rival machines that arrved shorty 
after. The Atari Lynx, Sega Game Gear 
and PC Engine GT (TurooExpress} 
with their colour screens and superior 
hardware, looked like a clear generational 
leap over the Game Boy. It realy was 
‘men against boys, on paper at least. But 
the Game Boy subverted expectations 
and emerged as the clear winner. 


POKEMON (RED, 
BLUE, GREEN) 


we reasons for its success are 
fourfold. Firstly, the Game Boy was 
‘the fastast to market soit was the first 
portable to capture the nterest and 
maginaion ofthe puibic. And not only 
wast first ut twas the least expensive 
too, Prices obviously varied from region 
to region, but in anyone's language the 
Game Boy undercut the competion 
Signficanty, Further discounting wou 
push the Game Boy towards an impulse 
purchase price point. The third factor 
vas battory fe. Four AA batteries would 
power the Game Boy for upto 15 hours 
land possily longer ifthe speaker wasn’t 
too troubled. Rival handhelds were much 
hungrier, requiring more batteries and 
‘exhausting them far sooner. Having to 
continually buy or recharge batteries was 
never ideal. 

Fnaly, and crucial, thore was the 
Game Boy's vast brary of games 
More than 700 tttes were released 
(over a period of ten years, Thickparty 
Production was plentiful and Nintendo 
itself continued to support the machine 
Utroughoutiis lifespan. Three Super 
(Maro Land sequels appeared in 1992, 
1894 and 1998, while the release of The 
Legend Of Zelda Link's Awakeningin 
1993 showed that the Game Boy could 
ttl entertain sprawing adventure 
games. There was abrace fom D> 


Double Dragon 3 programmer Ken Murfitt reveals 
‘that developing co-op play was tough, “There were, 
‘some interesting lessons,” he says, “tt required the. 
efforts of myself and another programmer, Tom 
Prosser, to test the game ~ you couldn't flush out all 
of the synchronisation bugs by yourself. | learned 
about packets and timing issues. For example, no 
two Game Boys run at exactly 60He — one will be 
slighty slower, This may sound obvious now but 
‘you could not rely on only the vertical blank to 
‘synchronise your two-player game. 
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(One of the most popular uses ofthe link cable 
was transferring Pokémon between the Red and 
Blue versions {it you were determined to catch em 
all then linking was mandatory), Bates could be 
staged between collectors too. A special fourplayer 
adapter was also available, although it was only 
‘supported by a small number of games. Notable 
titles included F-1 Race (with which the adapter 

was bundled), Super RC Pro-Am and Gauntlet I A 
‘mention must also go to Faceball 2000, a Game Boy 
FPS that included support for up to 16 players! 


D> everyone's favourite gorila too, with 
the arrival of Donkey Kongin 1984 and 
the fist of Reve's Donkey Kong Land 
‘games in 1995. And just when the Game 
oy was stating to look tired, along 
‘came Pokéman in 1996, The Pocket 
‘Monsters phenomenon ambled ts way 
West over the next faw years and gave 
the Game Boy a shot in the arm, 

Nintendo would refresh the hardware 
too. The Game Boy Pocket arrived in 
1996, sporting a sleek new form and 
clearer LCD screen, This was folowed 
by the Game Boy Light in 1998, a 
Japanese exclusive that featured a 
backlit screen. The long anticipated 
colour sereen Game Boy arrved later in 
the same year and effectively replaced 
the original model. Prot to the release of 
the Game Boy Color, Nintendo revealed 
thal the original Game Boy had sold in 
‘excess of 64 milion units worldwide, 

For graphics artist Eliot Curtis, the key 
reason why the Game Boy was such a 
sales success in the face of ‘superior’ 
competition was down to its gaming 
ibrary. “It was Nintendo so chad the 
‘best games,” he says. “Obviously Tetris 
shifted the units inthe fist place, but 
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then you could also play Marie. Nintendo 

created games that worked wel on a 

‘small sereen with no colour Everybody 

else seemed to be making versions 

of exising games that were inevitably 
nforior tothe ‘proper’ varsion. 


rogrammer Ken Murfit 
agrees: "Something that 
Nintendo understood well 
was that consumers enjoy 
Straightforward products that are 
‘accessible, robust and low cost, but i! 
had to sum up the success of the Game 
Boy in one word it would be Tet! 
Having experienced the Game 
Bay before most, Jaz Rignall is ideally 
placed to comment on how it held up 
‘overtime, Despite the arrival of flasiver 


88nd eared apes nda 


portables, his appreciation of the Game 
Boy dd not diminish. “If anything, the 
‘more | played the competion the better 
Nintendo's fie gry brik looked,” he 
says. "Anything with a colour sereen 
ato battoris as fast as you could shovel 
them i. The Game Boy was relatively 
frugal, making t much frendiar on the 
pocket, energy-wise. It was also nicely 
designed. These days itlooks hefty, but 
you could hold it and play it for hours 
‘comfortably. [twas also ui ike @ tank, 
The Lynx and Game Gear were fragile 
bby comparison. I never had any qualms 
about bunging ftinto a bag and taking it 
anywhere | oved the PC Engine GT but 
‘twas expensive, and some ofits games 
\were unplayable because they'd baen 
designed for abig soreen. It was aso 
‘one ofthe alltime greats for consuming 
batteries, Utimateyy i's 
about the games 
and not the tech, 
and the Game Boy 
proved that ithad 
2 range of realy fin 
carts ~ and Tats 
was a kilo app." 
Jaz also notes 
the importance 
of handhelds to 
Nintendo's buses 


altar 


‘over the years ~from the Game Boy 
through to the Game Boy Advance, 
DS and now 30S, "Just one laok at 
[Nintendo's numbers show how much 
revenue handhelds have brought in. The 
importance of those numbers has varied 
‘rom generation to ganeration, but when 
Niendo's flagship console hasn't dane 
‘so wel, handhald succoss has bean 
critical. The 208 is a good examole of 
that. Remove is figures from Netendo's 
financials from last year and things would 
be looking pretty dismal 

‘So what now for Game Boy? When 
the DS was introduced in 2004, 
Nintendo made it clear that the Game 
Boy name was nat being retirad. Given 
the firm’ current cifficuties with the Wa 
U, there's a possiblity we may see 
new Game Boy at some point. Imagine 
@ sttioped-cown hancheld designed 
specfically for playing retro games — 
essentially a portable Virtual Console 
with access to not just Game Boy 
games, but tiles from thoso rival 
handhelds that once vied to outrmuscle 
the small ut mighty Game Boy. That 
would be a nice surprise. 


‘Special thanks to Warez, 
Bournemouth (retrowarez.co.uk) 
for its help with this feature 


NINTENDO'S HANDHELD 
HERITAGE. i. ssfetinng 2 mean 


The more I played the 
competition the better 

Nintendo's little grey 
brick looked 


NINTENDO DS 


Loosely translated as ‘Love Warrior Nico’, this 
action ttle shares similarities with the top-down 
shacting segments taken from Conira ~ anther gama 
by Konami. The player is required to track down three: 
diamonds on the game's seven eclectic stages, each 
of which is held by a different boss character. By 
collecting items of a futuristic space suit, the player 
‘can cross certain obstacles and avoid taking heavy 
damage. Strikingly attractive for an 8-bit tile released 
in 1987, Ai Senshi Nicol has since been released on 
‘mobile phones in Japan but romains largaly unknown 
in the West, despite its desirable status as a Konami 
action game. 


Not to be confused with the 1984 arcade version 

‘which carried the same title ~ Vs Excitebike is 
notable for including a two-player mode which 
allows friendly competition between chums. Players 
can pick the track they wish to race on, the amount 
of rounds needed to decide the winner and the 
number of laps taken, Furthermore, user-generated 
tracks can be saved to the Famicom Disk System 
format thanks to the rewritable nature of the 
console's media. Vs Excitebike is arguably one of the 
st versions of the game, thanks to its two-player 
‘mode, and its customisable nature is well-suited to 
‘the console, 


Created by Alexey Pajitnov - bettor known as 
the man behind Tetrs ~ Knight Move s a puzzle ttle 
that is based around the L-shape movement of a 
knight piece in a game of chess. The objective is to 
remove tile pieces from the board and the challenge 
lies in avoiding a nasty fall down a hole you've 
created, Exclusive to the console, Knight Move is 
collectable largely due to the legendary status ofits 
‘creator. Not to be confused with Microsoft's 1995, 
Windows based puzzier Knight Moves, which is 
based on the Famicom Disk System title but had no 
input from Pajtnov himset. 
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Released in Japan as part of a Famicom Disk 
\writer promation = which allowed owners to write 
‘new titles on their existing disks ~ this enhanced 
port of Mario Bros showcases revised gameplay, 
tightened controls, aditional cut-scenes and the 
ability to save your score, Interestingly, Mario Bros 
Classic a Euro-only cartridge release for Nintendo's 
&-bit console —is based on this version, rather than 
the North American NES oniginal, most likely down to 
the fact that it boasts better controls, Because it was 
‘only avalable via the Disk Writer, this is an incredibly 
raratite 
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‘An action platformer with a baby as the lead 
character, Bio Miracle Bokutte Upa launched as a 
Famicom Disk System exclusive in 1988 but would 
later find its way to the standard Famicom in 1993. It 
\was slated for release in the West, but Nintendo of 
‘America blocked the move. The game's lofty status 
‘ensured that it eventually arrived on the Wi Virwal 
Console in 2008, although it should be noted that this 
version is based on the cartridge edition, which lacks 
the additonal audio channel present in the Famicom 
Disk System original. Cute and playable, ths is a 
‘must-have purchase for the Disk System library. 


SCORE 
80 


Based on Gremlin's Monty On Tho Run, Monty 
‘No Doki Doki Daisassou suesttutas the man charactor 
fora human and transports the action fram England to 
ten temples. Despite the changes 

Japanese release — 
Monty No Doki Doki Daisassouremeins an inviguing 
platformer, and serves as an excellent example of 
how popular Westem games can be altered to suit 
the tastes of Japanese audiences, Needless to say, a 
{game about a mole escaping from the Miner's Strke 
‘may have been lost on Famicom owners on the other 
side ofthe word, 
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‘The sequel to the 1986 arcade game Halley's 
Comet, this vertically-scroling shooter also saw 
release on the Sega Game Gear handheld. A 
highly entertaining blaster. 


sere 
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Famicom Mukashi Banashi: Shin Onigashima 
10 give the game its ful ttle - is actually wo 
ssopatate releases, both launched in Japan in 
September, 1987. A text adventure at heart, Shin 
‘Onigashima was created by Nintendo EAD’s Tatsuye 
Hishide, who not only wrote the story but designed 
the characters as well I's one of the only games 
that makes use of the Famicom Disk System's 
abiity to swap disks when switched on - the second 
tisk won't actualy run without the fist. The sequel, 
Famicam Mukashi Banashi: Yuuyuuki would folow 
in 1989 and used the same two-disk machane. 


char 


Unique for its timo, this adventure tile boasts 
‘an icon-drven inter‘ace and a point-and-click style 
‘cursor which can be moved using tha joypad to 
‘examine abjects of interest. Anime-style cutscones 
from Japanese studio Niopon Sunrise help bring the 
game to life, and the wacky scifi setting was ahead 
Of its time fora 1986 RPG release. interestingly, 
Square released Suish No Dragon {roughly 
vvanslated as 'The Quartz Dragon’) under its DOG 
isk Original Group) label, which was established 
‘especially to create Famicom Disk System tiles —2 
sgh of just how big publishers and developers 
‘expected the format to be whan it was released 


‘An educational action game that features 
‘equations and frections, Syper Boy Allan's main 
traverses a Zelda-tke world in search of a 
cure for his beloved sister. 
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Like Shin Onigashima, Time Twist: Rekishi No 
Katasumi De was releasod on two disks, the frst 
cof which has to be completed before the second 
fone can be used. The game features time travel as 
itcore story concept, with the player going back 

in time to meet with famous figures such as Joan 
‘of Arc, Adotf Hitler, Alexander the Great and even 
Jesus Civist, Released in July 1991 - eight months 
aftor the launch of the Super Famicom — it was the 
final packaged Famicom Disk System tie and has 
since become quite a collector's tem. 
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A first-person RPG similar to Wizardry and 
Dungeon Master, Deep Dungeon started an 
that continues to be popular in Japan 
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Clearly inspired by the famous Indiana Jones 
films, Armana No Kiseki- also known as Miracle Of 
Almana ~is an action platformer that sees the main 
character exploring underground caverns in search 
of treasure. The game's grappling hook mechanic 
borrows heavily from Konami release called 
Roc ‘N Rope, which launched in arcades in 1983, 
‘The impressive visuals, tight gameplay and excellent 
music {composed by Kinuyo Yamashita) all combine 
‘to make this one of the Famicom Disk System's more 
enjoyable action ties - i's areal shame it never 
made its way over to the standard Famicom and NES 
2s a cartridge release, 


tunes, Yet another Konami exclusive that failed to 


make it out of Japan, 


Part of the same series Which includes the NES 
classic Adventures Of Lolo, Eggerland: Sazahe No 
Tabidachi (Eggertand: Departure To Creation| is a 
puzzle ttle set across 60 maps, many of which ate 
recycled from the 1885 MSX prequel Eagerland 
Mystery A construction mode allows you to create 
your own maps, and this level of customisation 
adds greatly ta the game's longevity. A Game Boy 
entry appeared in 1994, but since 1996 instalments 
in the Eggoriand series have remained exclusive to 
computers in Japan, with the last release ~ Revival! 
Eggerland ~ sosing the light of day in 2001 


composing 


‘The sequel to Famicam Grand Prix: F1 Race, 
this title substitutes Formula One cars for dr-loving 
rally vehicles. Mario and Luigi take starring roles, and 
the game is notable for making use of the Famicom 
3D glasses to create an immersive 3D effect while 
racing, ike its forerunner, Famicom Grand Prix! 
‘came with support for the Disk Fax, which allowed 
high scores to be posted drectiy to Nintendo —a 
primitive form of the online leaderboards we enjoy in 
modern games. Because of ths, it came on a blue 
disk ~ the final Famicom Disk Systam ttle to do so. 


STMT 


You can't say Volcano Hunter's developer David 
Smith doesn't provide fan-serviea. David salls 
Voleano Huntert-shrts and even provides 3D printer 
plans for a keychain version of protagonist Hunting 
Harry, The continued interest in Davis platformer 

Ss likely down to this late TRS-20 release offering 
eeper gameplay than the system’s early fare 

he goal is to retrieve a city's fuel supplies, which 
creatures called Druts have stolen. Since contact 
with Drutsis fatal the frequent use of time-bombs 

's required, but the precarious gaps between this 
challenging game's platforms prove just as deadly 


Hf Ghana Bwana brings to mind Zaxxon then 
‘there's a good reason for that ~ Steve Bjork 
previously developed the Color Computer version 
of the classic Sega shooter. The similarities, 
between the two games are superficial, though, 
with Ghana Bwana having a jungle rather than 
space setting and being more collect“em-up than 
shootem-up, Specifically, you have to assemble 
maps to proceed through the game's six varied 
stages, which involve navigating shark-infestod 
waters, platforming across swamplands and 
ascending sheer waterfalls while avoiding boulders. 


The sequel to Downland~an earlier fick-sereen 
platformer — Cave Walkar doesn't do anything 
radically different from its predecessor but is bigger 
and better. Cave Walkers stil fatty intuitive, with 
the puzzles it sets more of a test of reflexes and 
timing than of lateral thinking. For exemple, locked 
doors require keys, energy levels can be raised 

by collecting bread and opening an umbrella turns 

a fall nto a gemile descent. The hazards found in 
Downland return, with firopits, steamy that shoots 
‘out of cellings and a giant white bat al contributing 
memorable if annoying deaths to the proceedings. 


Clearly Tim Swisher took some inspiration 
from Asteroids when designing Spidercide, but 
the game's title hints at how having taken the Atari 
shooter as a starting point Tim then developed. 
totally divergent gameplay for his creation, 
Spidercide features a ship much like the one in 
Asteroids it rotates left and « 
forwards and backwards — but in place of floating 
space debris are spiders with a variety of move- 
sats, Your arachnid foes take a lfe on contact and 
spin deadly webs around your position if not shot 
down, which take ages to perforate with laser-firo. 


Although essentially an arcade adventure, 
Wizard’s Den does have RPG elements such 

as stats that record your character's health and 
abilities, which are affected by the dec'sions you 
‘make and the actions you take. The game takes 
place in a four-way seroliing isometric world where 
the aim is to find a magic gemstone. Before 

doing s0 you have eight stages to clear, each of 
which features monsters and potions, provisions 
and weaponry, Where Wizara's Den shines is in 
combining three genres in such a way that the 
resultant gameplay stil feols cohesive 
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Solving the simple puzzles in Dragon Slayer 
is deeply satisfying, perhaps because of the effort 
and lateral thinking involved in getting the night, 
object to the right place in order to do so. For 
example, you need @ pair of boots to cross a rough 
area but the bools are at the bottom of a shaft so 
you need a rope. The rope is behind a locked door 
and its key is some distance away, Which adds up 
toa lot of backtracking — especially since you can 
only carry one object at atime — and thats just the 
first level! Perhaps i's just as well Dragon Slayer's, 
puzzles are simple. 
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Although Varioe borrows the concepts behind the 
chess-lke Archon, the post-move battles in Greg 
Zumwalt’s tbute are far superios, 


SCORE 365 


A devious top-down puzzler, Photon applies a 
simple sot of rules to a complex scenario, With the 
use of a cogrlke avatar, your objective is to reach an 
‘exit without your power-bar being reduced to zero, 
Standing in your way are inanimate objects that 

‘can either be pulled or pushed — providing nothing 
obstructs their paths — and a variety of energy- 
zapping opponents, Coloured bal's continually rll 
but can have their route altered by rearranging 
objects. More dangerous foes require containment. 
The key to Photon is to not let adversaries loose or 
reroute them to your disadvantage. 


F-4b ASSAULT (C498 KEVIN HOARE 


Kevin Hoare worked on several Color Computer 
titles — eithar as coder, artist or bath — with his 
output being especially notable for attractive 

visuals and polished presentation. F-16 Assault 

also plays well and provides some pretty tough 
top-down shoot-em-up action. The game's ti 
neatly explains your mission, but more specifically 
your goal is to undertake a bombing run in enemy 
territory. Opposition planes and helicopters that 
you fail to hit before they take off meet you in 

aerial combat where you have to shoot them down 
before they do the same to you. 


Steve Bjork took cues from Defender when making 
Stellar Life Line. This shooter sees you protecting a 
defenceless convey from meteors and aliens. 


‘The third in ColorQuest's Cimaoon series, 
Fembor's Revenge reusas tha previous entry's 3 
‘graphics engine but cleverly slots shoot'em-up 
sequences into the tnlogy's action/text adventure 
based formula, The way the title's gameplay works is 
that basic actions lke walking around are perfor 
with a single key-press, but advanced activities 
involving interaction with your surroundings are 
handled by typing commands. Fembot's Revenge 
provides a frst parson perspective af a space station 
built around a maze of tight corridors, which gives: 
tho ttle a tense, claustrophobic foal 


While clearly inspired by Joust, this builds on the 
coin-op’s mechanics by adding faux-3D islands that 
you get nearer to each wave and additional hazards 
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Although it offers a one-player mode, El 
Bandito isn't much fun to play solo, 't becomes 
obvious when played against someone else, 
however, that the game was intended to be a two: 
player experience. El Bandito sees you guide an 
ant around a top-down maze collecting food while 
avoiding spiders. You score points by getting far-off 
snacks home but carrying foad slows you down 
enough that spiders can catch you so occasionally 
you have to drop your meal and run, This is typically 
‘when Player Two steals your lunch, but their 
reduced speed oftan sees the tables tuned 


Rather than split-second reaction times, Sh 
Trooper demands careful timing and strategy to 
pass each ofits stages. A key mechanic requires 
restrained usage of a rifle that is effective against 
force-fields and munitions but also gives off radiation, 
which you can only absorb so much of. The best 
approach to the game is to treat each screen 

lke @ puzzle where you work out the safest path 
through that level's dangers before dealing with 
them. Between this need for lateral thinking and its 
ccaution-inducing radiation mechanic, Shock Trooper 
‘becomes something more than a simple platformer. 


The original premise behind Candy Cos to leap 
from one horizontally or vertically moving platform to 
another collecting candy and saving people 
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pcoccocococo, 


Released during the same year as Dandy, 
Time Bandit is another maze game populated with 
spawning opponents and portals that link lovels 
together. To be fair, though, Time Bandit shares 

as many differences with Atar’s classic dungeon 
crawler as jl does similarities, Firstly, it involves time 
travel to fantasy, space and Wild West eras - and 
secondly, its play revolves around navigating tight 
spaces in search of Keys to open a number of locks. 
Ropeat visits to each ora aro required to complate 
he game, but each tri features slightly different 
mazes, which helps to keep things interesting 


‘The PEW was pretty capable when it came to 3 
vector-style games and tiles lke Tau Ceti and Catch 
23 wore released for the machine. Best of the bunen 
‘was Starglider, Jez San’s 16-bit wiumph that was 
masterfully converted to Z80 computers by Realtime 
Games. Content-wise, the PCW release is similar to. 
the CPC version with the various missions and neat 
additions lke the rear-view scanner. It does benefit 
from the PCW's wider display, showing more of the 
space-warring action on-screen, but obviously lacks 
the qualty AY sound from the CPC version, One nice 

support which most would agree is 
the preferred methad of controlling the game, 


touch is mou! 


Defender clone was released under 


several tiles including Guardian, Defend Or Die 
and, rathar cheakity, Defender There aren't too 
many arcade games on the PCW so this was 
‘welcome release. And it clearly benefits from the 
coin-op's very basic graphics, which are a per 
fit for the PCW; lack of detail means that t 
whizzes about as fast as it should and 
‘gameplay from the original is fully intact, Guardian 
is one of the best Defender clones available and 
the PCW version is great, Aligata also released a 
version of platform hit Blagger for the PCW that is 
also worth a look 


Despite being an Opera Sott release, this 
title will be familiar to many as it was picked up 
‘and published outside of Spain by Aligata. I's a 
jungle-set platformer in which you play reporter 
Henry Stanley as he searches for the eponymous 
missionary. The game is famously difficult, and the 
lack of colour on the PCW doesn’t help, but this is 
‘one of those titles were you want to progress just 
to see what oddities lie deeper within the jungle 
‘And any game that invites you to float downstream, 
‘on a log, over waterfalls, has to be recommended, 
The sequel also arrived on the PCW and while 
‘was twice the size it was only half as enjoyable. 


explore the cavernous ship, evade 
deadly droids, negotiate a typically 
maddening maze and ultimately 
correct the Snowbal’s course. In 
Return To Eden, you find yourself on 
the colonised planet and once again 
have to save the Snowball, this time 
from the planet's robotic inhabitants 
who believe the orbiting ship to be 
hostila, The final gama, The Worm In 
Paradise, takes place decades later 
when Eden has been fully colonised, 
You play a citizen who must uncover 
what's reslly going on behind a 
Utopian facade. 

The series becomes more 
sophisticated with each entry, both 
interms of challenge and tone 
(witness the allegory in Worm). As 
such, Silicon Dreamsis a callection 
that will appeal to a wide range of 
players, from novice adventurers to 
expert questheads, It’s great val 
too—three great games for litle 
‘more than the price of one is hardly 


» TROGLO 


lM It's Sega's Pengo on tho PCW, only w 
penguin from the 


dweller rep 


1 puzzle that needs solving, Throw in 
the CPC version (which is included on 
the same disk) and an accompanying 
42-page novella, and you've got an 
extremely generous release. 
‘The Amstrad PCW was designed 
for processing text so it's hardly 
surprising that interactive fition is y 
0 readily available an the computer. 
Many othar Level 9 titles were 
released, up to and including its 
final release Scapeghost. Fellow 
Brit adventurer Magnetic Scrolls 
published The Pawn and other titles 
fon the PCW, while American master 
Infocom ported most ofits catalogue 
to the machine. If you were tackling 
some writing chore an your PCW 
then a good text adventure could 
provide perfect respite. That dormant 
‘cursor would become imbued with 
life, inviting you to enter verb-noun 
combinations that would transport 
you from the home office to far-off 
lands and new worlds. 
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1 This strong debut from Magnotic 
a very agreeable appearance on the 
solid adv 
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game is famed for its vivid illustrations so i's 

slightly disappointing to see a lot of the detail lo 

ait while the pictures are dragged 

3k. Stil, You can turn the images off and 
fant f fantasy, 


You also have t 
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Three games for the price of one here, as unike 
the other versions, the PCW release includes 
snooker, pool and billards, It all works well despite 
the monochrome display, 


Jon Ritman’s brace of Batman and Head Over 
Heels would surely be the titles to go fort you 
‘ware looking for an isometric adventure on the 
PCW, but there was definitely room for Fairlight on 
the machine. While indebted to Ultimate's Filmation 
games, it doesn't follow the template as closely 

as others, The castle setting is very well done and 
there are very few similar-looking screens, There 
are some good puzzles 100, and lots of nice touches 
ike the guards whe disappear under their heimets 
when hit, The Edge revealed that the PCW version 
sold surprisingly well, prompting 

Fairight I! on the machine 


perfectly simple. 


Games set in bleak wastelands have been done 
10 death over the years, but when After Shock 
arrived and invited players to explore a city torn 
apart by an earthquake it felt both fresh and chiling, 
The game is mainly text only, but it does feature 

{a number of images depicting the devastation, 

‘These screens benefit from having been specially 
drawn for the PCW rather than copied from 

other versions. The game does suffer from some 
maddening idiosyncrasies (the ‘get’ command is not 
recognised, for example, and solutions are often 
very specific (lubricate mechanism’ to fix a rusty 
lock anyone”), but this is a tiling adventure, 


Every computer needs a version of Tetris and the 
PCW received the official release from Mirrorsoft. 
No fils, but then itis Tetris faling blocks, plain and 


‘There aren't many sports tiles on the PCW and 
‘the ones that are don’t daserve much af a mention, 
Match Day i!is the exception, and you imagine that’s 
largely because creator Jon Ritman handled the 
‘conversion himsetf rather than farming it out. It also 
helps that Jon ported the CPC version, which was 
already designed to be playable on a monochrome: 
‘monitor, $0 you can tell the two teams apart, On its 
release this was probably the best football game 
available, in that it was more accurate than most, 
With loads of options to twoak, while still alot of fun 
to play, particulary against a friend. It was top of the 
league and back of the net, as cliché dictates. 


The best of the Last Ninja games made its way 
to the PCW courtesy of Mev Dine. Fiddly controls 
from this isometric adventure that 
classic status, 


Infocom was the most prolific publisher on the 
PCW, with many of its adventure games available 
for the machina, Some classies are missing, but the 
firm's most famous titles were released including 

Santer, The Hitchhiker's Guide To The Galaxy, 
the original Zork triogy and this, The Lurking Horror, 
‘one of the best horror games ever made, You play 
a college kid who visits the campus computer lab 
during a snowstorm to finish off an assignment. 
During the night, as the storm bullds outside, 
something vl stirs beneath the building. Like the 
best scary stories, this Lovecratt inspired tale is fun 
and frightening in equal measure. 
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Another bonke 


tough but never bor 


When the POW was boing designed, Amstrad’s 
botfins in Brentwood would have never imagined 
software lke this running on their hardware, It was, 
afterall, designed for office applications not scroling 
shooters like Soviet. The game employs a top-down 
view and plays like a Grand Theft Auto prototype, 
with buildings made up of layers that shift 9s the 
viewpoint moves (a clever trick that’s very similar to 
the top-down stages in Sega's Thunderbladel. You 
dive around the streets, shooting enemy vehicles 
while artempting to rescue eivilans, The gameplay is 
all over the place but it serves as a fina example of 
what's possible on the PCW. 


rs effort from Opera Soft. This 
one’s a bit ike arcade game Rastan, with you running 
‘along smashing mythical beasts 


bits. Ridiculously 


Opera Soft released loads of games on the 
PCW, so it’s realy odd that its finest ttl, the 
murder mystery La Abaala Del Crimen (The Abbay 
Of Crime), never appeared on the platform. Or 
least it didn’t back in the day, because the game 
has since been ported from the CPC to the PCW. 
by homebrewer Habisofl. This sterling effort shows 
at the game works really well on the PCW, with 
the graphics leaping off the sereen and bringing 
the abbey to life, Ideally you need to convert the 
game to disk and play on a proper PCW, although 
it's detinzely worth a look on PC using the POW 
‘emulator CP/M Box (also by Habisof 
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handling was very impressive for the time. It 
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1n 1984 the console market in 
North America was in complete 
disarray, the US had suffered the 
infamous videogame crash with 
companies going out of business 
left right and centre. Even the 
industry's biggest player, Aran, had bean 
loft battered, bloodied and bruised. I had 
lost evar $500 milion and the failure of 
its newest console, the Atari §200, had 
clone nothing to help matters, Itneeded 
to.come up with someting fast ifit was 
to tum round its fortunes and for the frst 
me in the company’s history this help 
‘came from outside, in the form af the 
General Computar Corporation (GCC). 
‘A few years eatier Atari had taken 
the fledgling company ~ started in 1981 
by Doug Macrae, John Tyko andi Kevin 
‘Curran —to court for making ilegal mace 
kis for a number ofits arcade games, 
This lawsuit aculy resulted in GCC 
working for Atan it had clearly seen 
{GC's talent and sen had it developing 


arcade games such as Food Fight 
and Quantum, 35 well as converting a 
umber of other coin-op to both the 
2600 and §200 consoles, Atari was really 
ressed with GC's abity to not only 
1m out games quicker than everyone 
else but also dalverhigh-quaity tes to, 
In fact Warner had ricxnamed GCC “The 
Toaster” because of the way it was able 
to just pop games out 

‘Warner haci been looking at ways 
‘o revive Ataf’ fortunes and GCC 
looked lke it might be able to provide 
the answer, Many projects had been 
locked at and considered, including 
‘the console that Would become the 
Nintendo Entertainment System, but 
‘mare on that ater. Wamer had also been 
‘conducting surveys to find out exactly 
what gamers wanted fram 2 console, 
(One of the key messages it gotfram 
the public was that they Wanted to be 
able to play their old games on theie 
now systom, So GCC proposed a new Ie 
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{ge head to head with the NES and 
upcoming Sega Master System. The 
big problem was that GCC sil hadn't 
pad, and this caused a lengthy 
argument between Wamer and the 
‘Tramiel over who should actually pay. 
Eventualy Jack Tramiel handed over 
the cash to purchase the nghts for the 
bur then ov 

more negotiations ensued to provide 
the software he desperately needed. 
Over a year efter the intial purchase, 
‘Acar Corp has finaly setted al matters 
regarding the 7800 and was ready to 
0 into production witha full re-launch. 
Unfortunately for Ataf the market for this 
new console wasn't what it was back 
in 1984, Not only had Nintendo swopt 
in and aggressively taken hold of Atar’s, 
own marketplace, anat 
from Japan was also so: to en 
market, Sega with its Master System, 
‘The console market had been wel and 
tray revi 
to make up i ts console was 


ping to 
ne success story everybody had 
precicted at its orginal launch 

Due to Atari Corp's invted finances 


the 7800 was re-launched with limited 
advertising, a viekla of gamas, many of 
which now looked extremely dated, and 
very ittle investment into creating new 
ones, Atari also cancelled al the planned 


iphorals and removed the exnansion 
port in order to save money. This wasn 
helped by Nintendo's new stranglehold 
on th at had seen it block 
retalers from seling rival consoles, stop 
plshers making games for anything 
the NES and spending big to te up 
all the hottest licences, Despite Atar's 
lack of promotion and unwilingress 

2 7800 


Whi the 
of 377 


very distant sec 
North American sal 
mion ip in the original 
test launch) pales in comparson to the 
34 milion Nintendo consoles it stands 
up well against the Master System, 
which sod lass than 2 milion int 

US. So why wasn’t more suc 
David Dentt, ceator of Ninia Gott 
cffered the folowing insight. "Th 
‘a second-hand sense | got atthe t 
that people believed it was doomed 
from the start. In the 
everything hac 
"7800 never realy had ac! 
cof Mario, Especially with the synergy 
tw ae. During my 
time on Ninja Golf | was stil working 
part-time in an arcade, People would 
lear things playing Mario at home, and 
then come play the arcade version to 
show off. A good deal for Nin 


figu 
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00 needed, but you 


the question has to be asked 


just come up with akiler game about what the 7800 was lke for the 
awl ‘people who worked on it? Despite Atan 
Initaly there were no plans to release not crediting people for thair work on 
the 7800 in Europe, Atari decided to 7800 games, we managed to track 
go with the XE Games System instead down some people with first-hand 2 


because this part othe word wes ‘experience of te console, David 
108. That all Dents paricularly notable as he was 
c popular UK magazine the programmer and designer of the 
Computer & Video Games posted a console’s “ilo app the soomingly 
pubic bogging ltr to tar asking for _riculous but utimately brane Ninja 
¢ machin to be roaased in Eure Got The frst question we had to ask 
Penned by Tony Takoush in is Hot fiom was just how he came up withthe 
Gossip section it saw the writer wax orignal concept. 

Wpical about he 7800 after having picked "The idea actually came from 

m0 a” he explains, 

sion to go withthe The way i was explained 
and crooked over the 
pial capabli 
and abilty 0 mimic popular 
arcade games. He also 
compared it tothe 
rival NES and Mas 
System, where 
he complained 
about the prices 
ofthe Sega 

and Nin 
produet 
stonod and a chango 

of heart saw the PAL. 7800 
make ts dabut i 1987 with a row 
faceplate and simpiiad name. The 7800 
went onto sell wel inthe UK an 
andin 1980 issue of azo magazine it 
was reported that Alar cuterty had a 
50 percent share ofthe console market 
n the UK, taken from an independent 
Minvel report this was not to bo snitfed 
at We asked Atari UK marketing 
manager Dary Sil about the machine's 
performance, keen to know fit was as 
iy placed in tre market as mary 
thought. “twas very wel stocked by 
European eta,” he reveals. “Athovgh i 
got the consumer traction that 
2600 di, | remember we used to sea crap 
ot of units through mailorder catalogues fngau one cen 
and in the oss afflont areas” 


Pinas wore popula, 
0 Ninja Gott. One 
can not help but be 
in awe of the thought 
process!" Wanting to 
know more we asked 


‘tr Cu ed oad ad 
‘nance productions he 
plane 30 Hg Sere are 
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VIDEOSPIEL- SISTEMA DI SISTEMA DE 
SYEEM VIQEOGOCH VIDEQJUEGO 


Git was like stepping out of prison 
to go to this from the Atari XE. | was 
able to do some really great things uns curvendenstced wis 


7 and was kind enough to lt me see Perry Thuentois another man 
with the 7800 99 the actual source code for that game making waves in the homebrew word, 
& to make t easorto know what | was_——_-havng ist Fished @ naw version of 
ding. Around tat ime, they had found Donkey Kong for he machine that takes 
him about how mucn f his own design something i gven upon before | ever the encryption cd’ needed to sgn acvartago ofthe naw 7800 Expansion 
wert into the gama. “Gute abit actualy, started coding professionaly Grandpa's games ta work on the NTSC version ‘Modul. This remac i arcade cefoct 
After being given the basic idea, we Attic sucked, the gameplay was stited, of the 7800, so | was able to make in every Way and arguably the best 
‘ame up wth most ofitas we went the gris were horble and tst complet games as | goto krow the version fr any bt console. He's had a 
along. There were two progammers, wait thaLrnch fur. idee ke 1 system beter | enjoyed makinglooring similar rote to the 7800 as Bob having 
myself andthe guy who id the XE" coud say anything because Peter was games tothe 7800 soit ust took olf ago owned one asa chic and has 
Vetson and an ast We woud just st my boss!" We were not suised to find from thee." Simlar Dough about the hardnare’s 
‘ound and tow eas round. We algo outthat this game was nawr released. So whatimakes the 7800 such a _—_svengths, "The spite handing was very 
{got somo foedback torn Atari” David ‘god consce to code on? “Well ts big pressive forthe tna” ho recat. "It 
{180 programmed the 7200 conversion he legacy of the 7800 today, _svengtns ara handing of sorts, number can handle a ton of onsoreen objects 
of Kad he remembers the 7200 much ike the other Atari of colours and backwards comatiy, _wtnout any toker. The sound was 
being great to work with on a technical consoles actualy, i ints But |realy wish they would have gone defintely the primary weakness.” Pery 
level proving some info on how he bustling homebrew community. withthe POKEY asthe standard sound remains emboiad inthe consoles 
made Ninja Golf's impressive visuals. No man has had a greater impact on chip.” Bob would certainly know, having busting homebrew scene and remains 
remember that there were a irvted the machine n recent years than 80 raduced excelent games Ske Pac-Van happy to tinker away on naw games, “I 
numberof eolous avalble at any one _DeCrescenzo, who moved tthe 7800 Collection Space Invaders, Moon have afew projects | wold Ske to work 
‘ie for dsplay. So the game spit after frsthaving released several hacks Cresta, Scramble and Boney Boa’s on,” he ants. "My fst game to use 
the screen upto sections, and usd forth 600 and 5200, We asked him Crystal Quest Doos Bob sill ian to. tho Yarnaha chip inthe XM wi ely be 
diferent poates foreach seavon. This what made him choose the 7800." supportthis greatly underappreciated an update to Dig Dug. aso inerestod 
alowed mote colours at aime on he rotced two things about the 7800," he console trough? "Wel, hada good in poring Casto Cais, a Warlords cone, 
sorven as aio, athougn any one tals us Frstiy there was no PaciMan almost ensyaarrun making games for to tne machina." 
Section ved wrtin ts imits, 1s was atalor (ony Ms Pac-Man), end also the 7200. | actualy don't nave anything The 700 might not be as wel ) 
very easy 0 there weren't mary peoole creating planned forthe 7800 curenty, but wih remembered ast moe lustious rivals 
Chuck Peavey was the programmer of — homebrews for it. Those were the main _the release of 7800 BASIC, there are the Sega Master System and NES, £ 
Chuck Noms Mising in Acton for TNT two reasons | moved over tothe 7800. _aeady some realy good games coming which apy, at realy does deserve 
Games and was also messed by the had staring hacking Ms Pac-Maninto wait” a place in your colecton, It woud be - 


7800's MARIA graphics chip. “Ifyou look 
{at Missing in Acton, youl see there are 
alot of colours There was so much to 
‘work with, For example the watefaln 
‘MlAwas really cool because we cycied 
the colours to make it lok Uke it was 
flowing. [do remember it was super easy 
to write levels and player. Iwas ike 
stepping out of prison to goto tis from 
the Atari XE. Iwas able to do some really 
‘gfoat things with the 7800, Infact, it was 
‘one of mi favourte platforms to work 

con’. Then Chuck laughs as he recals his 
time with the 7800 and remembers an| 
interesting story; one that he asks us to 
heawly eatin case he gets into touble 
"Rc the same time | was doing Missing in 
Action, Peter Adams was dong a game 
called Grandpa's Atti, starring Grandpa 
from the TV show The Munsters. Peter 
insisted on doing his own graphics, 


realy interesting to imagine how things 
had played out if Wamer had not sold > 
‘Atari to the Tramiols, but the fact of the ; 
‘matter is that the 7800 was unfairly cut 
down bafore it had a chance to propory 
‘compete. And yet, Atan's system 
remains a great console that provided 

‘a numberof innovations trom outthe- 
box backwards compalbilly to digital 
signatures, It has a sold library of games 
including some outstanding arcade ports 
and a vivant homebrew scene that 
‘continuas to push the machine to new 
limits. With the upcoming 7800 XM the 
future is very bright for the Atari 7800 as 
itenters its 20th year. # 


‘Special thanks to: David Dent, 
Darryl Still, Chuck Peavey, Bob 
DeCrescenzo, Perry Thuente, Curt 
Vendel and the Atari Museum, 
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PAUSE 


JOUST 


| 
COMMANDO 


CENTIPEDE 


FOOD AGHT 


YEAR: 1987 


YEAR: 1989 


YEAR: 1987 


YEAR: 1987 


Programmedby GEC tel, 
esigner of both the 700 andthe Me 
Pac-Man arcade game ths ports 
‘he bestorany8-bitmachine. One 
the machines launch games 
features athe rt, llthe mazes, 
alltheintermisions and near perfect 
shost Alloa. twas only surpasced 
bythe homebrew release of Bob 
Decrescenz's Pac-Man Collection hat 
includes this game a wel as many 
ferent versions ofboth tis and the 
‘orginal Pac-Man arcade game, Tis 
was also the game that got Bob nto 
programming the 780, lucky us 
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Willams 1982 arcade game Joust 
was one ofthe very fist ntroduce 
the concept af ooperative Wo-player 
gameplay talsohasto feature one ot 
the wackest dese of ny arcade game 
asyouconta knight riding feng 
‘ostrich yng to progres through the 
levelsby defeating groups af enemy 
brights riding buzzards and coleting 
the eggs The 7800 versions easly the 
rmostimpressve or any 8-bit machine 
andisnigh-on areade perfect. This 

is also without doubt one ofthe best 
rulplayer experiences tobe had on 
the machine 


Sculptured Seware ddan amaaing 
ob af porting the popular Capcom 
‘in-op tthe 7800 and this remains 
‘one ofthe best versions ofthe game 
‘on any platform ofthe ime. As well 
aslooking superb, Air allowed the 
programmers to use 2 POKEY chip an 
‘he eartrdgefor enhanced sound, The 
arcade game's soundtrack has been 
replcatedbriay using the four 
channel chip and allhe sound fects 
are povided by the native TA, 7800, 
‘Commandos incredibly impressive 
and relly shows what the 7800s 
‘capable ofin the right hands, 


Don'tbe pu of by the sight rough 
looking gaphis ofthis port, 7200 
Cntpede actualy manages improve 
ponits arcade parent. This isbecause 
Atari chose to include fantastic wo 
player mode that allows you to eam up 
with one of your frends to takeout the 
hordes of sects, mushroom paches 
andthe emposing centipee himsel? 
Interestingly Ata also planned to 
release he sequel Millpedeforthe 
7800 and despite’ beng rumoured 
thatitwastinishedthe games 
ever seen the ight day, sti 7200 
Centoede i more than fling 


The orginal Food ight coin-op was 
designed and rested by GCC, 0 i's 
no surprise tose ths game onthe 
7800, also wonitbea surprise to 
learn that this is one of the best games 
enthe machine ust a you di inthe 
1983 arcade game you take thercle of 
Charley Chuck ashe runs around the 
Screen throwing food at angry chels 
and eying to eat theiee crear before 
itmets, Food Fights insanely fun and 
we realy do thinks erminal that this 
game was never converted to mare 
home consoles gives us alla good 
reason town a 7800 though! 


RESET 


meio 


| = — 
= Jil pt eee | 
XENOPHOBE DONKEY KONG Di DUG MARIO BROS 
YEAR: 197 YEAR: 188 YEAR-IF87 YEAR: 1788 
Weave svayrbeenhiefant | mie HELacadegane Ring | mMsterestngetoranylathe | Namco wicy Zarda gare | w One fies endo ganar 
tist9erBaiyhtonayareiogame | Mastriswidey eitedacbng tw | T00D;tprs cbt Dankeyong | DipDugwasteeseerelace | spnaronthe TO perhaps nes 
teks Gamez Aeprottenshooe | ielavrsclisbeaborip wae) | ard Donkey Keng Anirwhwnthy | tibeWesisarindGaptcke || ern drain ft re orc or 
rg er ey ue cou cavers ps nteh sero | ws Seslchct gates rtohe= | ecsiprcocetebene eacat | | Anlieases en Oy eve Te 
fombeAimsmate eorgral | enderihesmette tei hs a00 | Tass ncause Miedcedandy | thu bgpest hottie on ogref | ?8Satede gure wane che 
a espa ntlteid | pri arises best | ered a gavasioNrd whet) | aco prec Tsrais tes? | Sipe ti aed 
Esl seseolin papelon infest re aed eis ad ones en 6a Meats | chk orl centr anf) oa pedi en a ore 


Wiilenane ofthe hme versions could 
replicate that many of ther went for 3 
spl-sreen two-player option instead, 
this version include. The Atari 7800 
version of Xenophabes massive and 
has some rather prety visuals that 
make far more impressive than its 
NES counterpart 


than the well-known NES port and 


slsohas some remarkably good MA 
rsictoo. The 720D satu well 
‘blessed for serolingbeat‘em-ups 
With the cone Ninja Galan a decent 
orwerson of Double Dragon but Kung 
FuMasterisstit well worth checking 
cut-you wont be disappoint! 


computers and socouldnolstopit versions one ofthe best out there. The | butals the frst one to introduce us 
releasing 7800 versions. Both Donkey | rch and colourful graphics, empressive | tohis brother Lui and his career as 
Kong ames standup very well against | sound nd additive gameplay alladd_ | platforming plumber. Many ofthe 


the NES versonstoo, While this uptogiveyoune ofthe best areade | attnbuts that made up he Super 
version isnot sreadeperfetthathas experiences that ean bead onthe Mariogames are seenin his early 

row been ecified bythehemebrew | Atari 7800, game andthe simuttaneous two-player 
‘version of Dankey Kong thar canbe tion provides more than its far share 


downloaded tory foriree i: of 
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SOFTWRE CREATIONS 


BUBBLES, 


BASEBALL AND 
BUZZ SAWS... 


Scaling global software charts with games featuring dinosaurs, 
wizards and baseball stars, Software Creations was a 
development force to be reckoned with. We traced the history of 
the studio that started out in budget software and ended up 


‘t might not be as well-known as 
‘Tim and Chris Stamper’s famous 
‘studio Rare, but besides producing 
‘some of the best arcade ports of the 

Eighties, Software Creations shares the 

honour of being one of the first European 

‘companies to produce games for anew 

breed of Japanese games consoles. It 

‘was a journey that took founder Richard 

Kay from shifting boxes at Ocean to 

‘employing over a hundred staff, making 

exclusive deals with Nintendo and Sony 

and meeting the creators of Space 

Invaders and Mario. And itis, to quote 

‘one of its most famous releases, a rather 

fantastic story. 

‘When | joined Ocean | wasn't 

2 programmer, | was packing in the 

warehouse,” recounts Richard. “But | was 

always interested in the old Atari stu, 
itintrgued me how they wrote these 
things. Eventually | got myself 2 8EC Micro 
with the money that | eamed at Ocean, 
and taught myself to program assembly 
language, They were doing a game called 


in the big leagues 


‘Mr Wimpy on the Commodore 64, and at 


home | did all the graphics and sound. | 


walked in and showed it to [Ocean director] 


John Woods. And they took me on and 


‘continued paying me a box-packer salary but 
| was happy because | was writing games.” 
However, after completing a couple of ties 


‘on the Amstrad (Hunchback and Hyper 
‘Sports| Richard decided to move on to 
pastures new. 

“I'd always had an interest in flying so 
| signed up to the Air Force,” he says. 
[got accepted, but it turned out | hada 


slight eyesight problem that they hade’t 
picked up inital. But | really enjoyed it, in 
fact wien | was in there in November '85, 
people got to find out what | had done, and 
‘twas lke being a pop star... | was signing 
autographs for Hyper Sports, which went on 
to go to number one at Christmas.” Richard 
continued to program, coding Mermaid 
‘Madness and an unreleased port of Repton 
for the C64, despite a call from the RAF 
asking him back if he could take an A-Level 
Physies course, 

“The business really took off,” he 
confesses. "If you had worked at Osean in 
those days it was lke you'd been to Oxford 
University, it was a free pass, So many 
people wore phoning... Firabird Software 
‘and loads of other companies contacted me, 
and being the businassman | am, | didn't 
‘want to turn this work down. | was working 
cout of my bedroom at the time and | started 
fon the Enterprise Allowance; it was about 
five pounds more than the dole but it gave 
you a bit more dignity. It was £40 a week 
‘but | didn’t need a latin those days, and 


. 


UBBLES, BASEBALL AND BUZZ SAWS — SOFTWARE CREATIONS 
. 


fee 


IN THE KNOW 


1 Foundedin Manchester n 1985, Software 
Creations started out doing bit computer 
conversions for companies tke Fiebre an US 
(al before rk 
spectacularly a 
on re Cb, 
home platforms. 


000000 


amefor tse ith ts 


sof Bubble Babble 


sm, Amga and severalother 


1 The company was one of nly tree European 
companies to develop games forthe NES on ts 
release, alongsce Rare and Zippo Games vas 
alsothe Fest sto outsdeJapanto develop games 
forthe SNES, wih Equitaxand the awkwardly led 


Spier nd The Men eas Revenge a 


1 Bees more wel-kncin can-op converses ke 


nc Commando re hous 


Be hosts Solvare 
sons vas he company behind Psycho gs UB, 
rol the Jleco arcade game Bulan I'sprbably 
ered fot US Golds dodgy a, which 
featured abilboar wits aha naked woman anda 
boy sayng"Thnow wich one rater gay with.” 


“lf you had worked at Ocean in those days 


it was like you'd been to Oxford University” 


RICHARD KAY 


allowed me to run the company. And so | 
put an advert in the Manc! 
News and Steve Ruddy responded 

‘Steve and | hit it aff right away. He 
worked from home, and he did a boxing 
game called The Big KO. We worked 
very closely with each ather for about 12, 
months. | hired Mike Ager and Andrew 
Thretfal, and we were the fist four at 
Software Creations. | got an office on 
(Oxford Road and it was above a computer 
shop directly opposite 0 We did a 
lot of games for Firebird - they were all for 
about three or four hundred pounds.” Most 
of the early Firebird games ware ports of 
budget releases like the Spectrum version 
of the questionably bonkers Mad Nurse and 


several Spacey to C64 conversions by Steve 
Ruddy, "The early projects for Firebird were 
‘enjoyable and they required me to use the 
C64 in innovative ways," Stove rocalls. “For 
‘example, Kinet used colour bitmap mode, 
and Mystery Of The Nie used software 
sprites and a sprite multiolexer: 

“The company gtew and we took on 
Mike Folin to do The Sentinel on the 
Spectrum,” continues Richard. “Everybody 
said it couldn't be done, but he proved 
them wrong. Mike had heard about 
because Steve was from Wigan and the 
Follins wore from St Halons and know 
‘each other. After wo took on Mike, [his 
brothers) Tim and Geo‘ folowed, and a 
chap called Mark Wilson who was a very D> 


ester Evening 


fe 


Aad by ety ong bas «Sen Sr 


seman am eer hah 


— 


we 


MORTAL MISFORTUNE 


One episode of Software Creations history 


that Rehard woud athe forgets the 
fortal Kombat licence deal that wen 

“5p 

hori wrong and Act 

tus and threatening Ligation, and we ended 

epwih tree 


fan nd X-Men started gi 


ss on thine 
sgalith my we 
one-yesr ld zon andl 
home and sort out the problem withthe game. 3 
rmyfamily because, realy there’ 
sready working ont. got afaxthe nextday saying The guys nstairshave 
ling Mortal Kombat. 
ped 
raya 
sllthe versions across the various formate’ And! do ccascnaly stil wake 


3 faxom Acclaim saying they wantedme oy 
No, menhoiday with 


3 nothing more could do, the eam Was 


dlbecause you wont show commitment we're 
few years later after fdleft Cri 
into an Aelaim exec andhe 3 Youhnow, you las $401 


ons went othe fst show an 
cold sweat overt... so now imps 


tually do mereproject plans than actual 
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lonted artist, They already had their 
‘own company and wo did some follow-ups 
fo some of their games, ike Agemt X 2 on all 
the 8-2 formats, 

Tim Folin is rightly considered one of the 
finest musicians to work on the C64, as well 
8s being remembered for his later work on 
games Ike Solstice and Equinox. As Steve 
remembers, Agent X 2 had a particularly 
funny jingle lifted from a current British TV 
ad. “I worked very closely with Tim as | 
wrote a fow af music drivers he sad on the 
C64, Amstrad, Speccy and NES,” he says. 

‘Having written the drivers | was astonished 
by the sounds Tim got out of them, not to 
‘mention his composition and bonkers sense 
cof humour ~ Shake N’ Vac was classic! 

While the budgetfare certainly helped 
pay the rent, it was with a brilant arcade 
Conversion that Software Creations finally hit 
the big time. "We were always interested 
inthe arcades and then Firebird offered us 
Bubble Bobble,” says Richard. “That realy 


did launch the company because they said 


you couldn't da that on the &-bit machines. 

think the Commodore 64 version was the 
fone that really did propel us forwards, and 
itwon all sorts of awards [which] showed 
how good the team was 

We ask cader Stove Ruddy if he had any 

worries about converting such a massive 
arcade hit. “It wasn't daunting originally, as 
it looked lke a faily straightforward platform 
and sprite game," he roplias. "Howaver, 
‘once you start playing you neticed haw 
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the bubbles followed air low patterns and 
how they all gathered in fixed places — lots 
of sprites on the same line meant a sprite 
‘multiplexer wasn't suitable. Fortunately, 
having worked on the BBC Micro and 

Mystery Of The 
10 using software sprites. We spent an 
aweful long time playing the game; 
fantastic arcade game! We didn't 
understand all of the secrets so 

we just implemented the game 

to mimic what we did notice, So 

how the pick-ups appear isn't the 
same as the arcade on the C84, 

but it should be very similar to 

how the pickups appear attar 

he machine is powered up.” 


onversions of more big 

arcade coin-op titles followed, 

including extremely well- 

received ports of Ghouls ‘N 
Ghosts and Bionie Commando, which also 
featured stunning Tim Follin soundtracks 
"Attempting to gat recognisable versions 
cof the maps, sprtas and gameplay on tha 
Commadare 64 was very tricky for bat 
admits Steve, who wrote bath Commodore 
Versions. “Bionic Commando was all about, 
the bionic arm and how the player controlled 
ILI did spend a lot of time working on the 
Imechanies of the bionic arm and it was 
worth it as | found even with just one fire 
button | could use the arm when | needed 
without having ta think about it Also, with 
he cabinat availabe in the office we gat 
realy good at it, and used to have races to 
see how fast we could finish it! Ghouls ‘N 
Ghosts was more about the complexity of 
the maps and massive baddies with loads 
of frames of animation 


TIMELINE 


COMMERCIAL SUCCESS. 


{AN ORIGINAL PIEXFORD BROTHERS 


But it was Bubble Bobbie that eally made 
‘a splash, even across the pond. “Once we 
had done that conversion we got a lat of 
calls from America,” says Richard. "Taito 
themselves asked us to do a lot of games 
for them lie Sky Shark [aka Flying Shark) 
and Puzznic. Taito actualy brought Tomohiro 
Nishikado, te creator of Space Invaders 
‘over, and for us it was lke meoting the fathor 
of videogames. We literally all ined up and 
bowed, That was defintely a highlight of 
that pariod. And we became wel-known for 
doing coin-op conversions and took a lot of 
stuff on that ather people wouldn't do. So 
we were starting to grow and the company 
ended un with about 105 staff, and we had 
an office in Seattie which was exciting, and 
that was really to service Nintendo.” 

“I'd boon chasing Nintendo for a long 
time,” Richard raveals. “It was Colin 
Fudge, one of the producers at Firabird, 
‘that first introduced me to the NES. Calin 
‘opened this draw and out popped this, 
original Famicom, and he said ‘this is what 
you want to get into” | remembered the 
old days of the Atari cartridge systems 
and wanted to get back to the console 
days, so | got in touch with the Chamber 
‘of Commerce in Manchester and found 
Nintendo's number. And for about three 
months | continually phoned Howard Lincoln 
Ithe chairman of Nintendo of America at the 
time]. Eventually he picked up the phone: 
and I said "My name is Richard Kay from 
Software Creations, we've got a small team 
in Manchester, and I'd be very interested in 
‘working on your machine. He said “If you 
aan get the information on the machine 
and write a demo, we will give you the 
information... In other wards ‘get stutted!" 
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Then | discovered that Mike Webb was 
reverse engineering the NES which is where 
‘Mike came into the business. I'd worked 
With Mike at Ocean and he was 2 genius. 
Not oniy could he program, he was also 
{an electronics engineer — he used to work 
for a company thal designed high-voltage 
‘switchgear for power stations, So Mike 
had this unique combination of electronics 
skis and software skis, and he was brillant 
‘at both. About thras months after my first 
call to Nintendo | phoned Howard again 
Mike had writen the inital code for what 
ultimately ended up being Solstice 
‘spoke to Nintendo again end said ‘Look 
‘we've got a demo’ and there was this 
deadly silence on the end of the phone... And 
| said‘ be in Seattle next week can | show 
you the gama?" I didn’t even hava a passport! 
Howard said “Sure if you're here next week 
pop by on Thursday’ So we booked a cheap 
flight and flew to Seatte. 

“From the moment we met Nintendo 
‘we just knew that we were going to get 
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fon with them. We had this board 
‘with wires sticking out looking 
ike something out of Cape 
Canaveral... And we put it on the 
table and Howard Lincoln was 
sitting opposite me in this huge 
boardroom, and Minoru Arakawa 
Nintendo of America’s founder] was 
sitting on the right. Arakawa did't say a 
word; he just sat and nadded a few times. 
Toward the end of the meeting Arakawa 
nodded again, but it was a different 
nod to the others you knew 
it meant something different. 
Howard looked at me end said 
‘We know you are twa young guys who 
are keen and we can see this demo you've 
done is very impressive, Nobody’s done 
this before, and we are going to take a 
chance on a company [that] wants to take @ 
chance on us. I'l see you at the consumar 
‘electronics show in Las Vegas. We'll have 
‘a contract for you there.’ We hadn't even 
ppaid for this bloody fight! That night 


WHERE ARE THEY NOW? 


Richard Kay 


Fichantis carer enioyngie 
insunny Jersey here 
involued nseting up tec 
enertanmentoute lahIN0, 
forwhich be wrote te sofware 
thatnowelpsrunkis sors 
busmess wiv gizmoheaven 

com “Wevebeen reving since 2008, ewe 
recertiyhit 6 millon orders‘ he sys Twewriten 
alltebackend system and othe database an 
este” Hest nurtures alove offing oacering 
the rst evan a complete the RAF Fas Jet 

Trang Coxe and for awhile awringh oun Jet 

Proves Tsold becouse Rwashieously expense 

torun Besides my wie hates me yg. andl cant be 

burg mk’ nhertance ke that” 


Steve Ruddy 


Stove stayed at Softare Creations 
‘nit was acqured by Aclam 
and subsequent sold of afer the 
companys unfortunate clans in 
2004 During his tee he worked 
con anumber of projectsincudng 
Hexenonthe Né and Mano 

Ariston the ifated Nitendo 6200, Aer a ste at 

‘several diferent stuios 

he'scurenty Tee 

rector al Verse 
Nertanment where he 

recent completed th 

funky smian-finging 

game Chimpact(see 

wchimpactcom, 


John & Ste Pickford Sy 


The Pickford Brothers have continued forge acarer as hgh-regarded 

redindependent developers wth the Ukes of Naked War ard the 
BAFTA-norinale Magnetic iar They've also recenty revived Pokin he 
formot an erin com called Pik The Exploding Man Fo mere information, 
Ang your Sigs at wwzee-3com, 
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DEFINING GAMES 


BUBBLE BOBBLE 

(uite simply ene ofthe fies: 8-bit arcade 

conversions eve Steve Rudeys C62 port 

Buble Bobble was a near-perfect fcsire 

ofthe classic Tate arcade game i's allhere 

=the gla, erultaneaus two-player mode 
in-op The fact 

24 s nothing shor of astonishing, 


BIONIC COMMANDO. 
‘Ahaugh lacking the rash claty of Buble 
Bobble this was another excellent Seve Ruddy 


(Bk port capturing te grea plyaoiry othe 
Capcom arcade game, The feat ot macong 
thecor-opstwo-buten const systemtoa 
Sale-button joystick works surprsgly wel, 
and hat Ti Flin ourcrack tery yes, 


SOLSTICE 
Mice 
was much nspredby Utnate's Kright 
Lore ad was Sofware Creatons fest 
NES release There are over 250 locsions 
spaming castle keeps, dungeons and 

one as ts wear her, Shadax quests to 


bs iicate sometrieavenre 


PLOK 
beauty cated latormer from the 
Pickford Brothers, Pokwas highly rates 

by Mario-reator Shigeru Miyamoto, and 
thatscerainly some endorsement Wht 
rmschievous, mo-Aingrig hero 3 

sense of humeur theres much en as 
youchaze flag, punch leas andbu-eaw your way actose is clourhlevels 


pay 


‘save aktthapped press from athorcughlynasty sorcerer named Morus 


TIN STAR 

This Sune’ Sezpe cemalie otal shooter 
Is anther qualty Software Creators ogra, 
packedurh robot gunslinger hovering 
sStagecoaches and great character design 
Specalmerton hasta gorothe amazing 
Morrcone pasiche on te ite screen, whi 
sounds le he here tothebest Soaghtt Wester never nade 


esa trate 
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CREDITS 


“We became the very first SNES 
developers outside of Japan” 


STEPICKFORD 


D> Mike and | drank ourselves sober and we 
colebrated for throe days. 

The Nintendo deal led to some high 
profile NES and later SI 
including Solstic, The New Zealand Story 
and Ken Griffey Jr Baseball, which sold a 
staggering 1.2 milion units. It also secured 
two talented designers in the shape of John 
and Ste Pickford, "When our studio, Zippo 
Games, slarted doing NES work with Rare 
around 1888, we were one of oniy three 
studios in Europe devoloping games for the 
machine,” remembers Sto. “The ather two 
‘ware Rare and Software Creations, who 
had offices 300 metres away ‘tom ours, 
although the secrecy was such that we 
never collaborated on NES stuff, Eventually 
Zippo was sold to Rare and became Rare 
d was closed down. At that 

john phoned up Rick to see what was 
availablo, and he offered him a job straight, 
away, and asked if| was available as well 

“Nobody in the world had any SNES 
experience at that point," explains Ste. “The 
reason Rick jumped at the chance to hire 
us was that they'd been given the very first 
SNES devkit outside of Japan. During the 
Ziopo days, Rare had got the first Game 
Boys in Europe, and we happened to start 
working on the first Game Boy game for 
Rare (although it was canned). Rick hired 
Us to design and develop a Solstice sequel, 
Equinox, on this new hardware, s0 we also 
‘became the very first SNES developers 
outside of Japan, on top of being the first 
Game Boy devs! 

‘The Pickfords followed Equino 
the charming Piok, which was based on 
the pair's aborted arcade game Fleapit. 

The Fleapit game was dovaloped for 
Rare's custom Raz2 hardware,” says Ste. 
“Irhad such an odd (and briliant) graphics 
system that it wasn't ever going to be 
possible to convert the half-finished Fleapit 
to another platform. We just keat working 
cept and idea after we started 
at Creations, looking for an opportunity to 
‘get the game made somehow. Towards 


then end of Equinox we presented the Piok 
concept to Rick. We had our game designs, 
concept art and a VHS tape of Fleapit. Rick 
ikad the idea, and it became Software 
Creations’ first self-funded original game, 
with John and | retaining ownership of the 
character and IP. 

‘Our big missed opportunity with Plok 
was that it didn’t go with Nintendo,” 
laments Sle. "Rick presented a version of 
Plok to Nintendo in Japan, to see if they'd 
publish it. We're told that Mr Miyamaro 
‘went away to analyse the game, and at a 
iater meeting wrote down the following 
ist on a piece of paper for Rick: 1 ~ Mario, 
2~ Sonic, 3 ~ Plok. This, he said, was the 
ist of the current best platform games, and 
lok was only half finished at this point! ‘f 
| work with you on Plok, he said, ‘the list 
will |ook lke this: 11- Maria, 2 Plok, 3 
Sonic. So Mr Miyamoto would help us to 
make Plok battar than Sonia, but not better 
than Mario! 

“We were 100 per cent up for this, 
but for one reason or anather Nintendo of 
Japan passed and Rick had to find another 
publisher, and it ended up with Tradewest, 
‘who didn't realy do a very good job of 
selling the game. Later, Nintendo came out 
with Yoshi's Istand, which is probably one 
of the best videogames ever made, but had 
2 couple of things that looked very familar 
‘rom Piok, particularly the vehicle mini-races, 
within the levels. | suspect Yoshi's island 


\was in development at the time, and 
perhaps Mr Miyamoto decided Piok was too 
Similar for it ta be worth working on ath, 
It's a shame, as we would have had a big 
hit on our hands if the Nintendo thing had 
come off. As itis, we made a great game, 
that’s well loved but which wasn'ta big hit, 
We have to content ourselves with making @ 
cult classic instead,” 

Another original SNES title, Tin Star, 
‘featured character design by formar 
feature animator Scott Pleydell-Pearce. “| 
bolieve it was Rick who had the concept 
of @ robot Wester shoot-em-up, possinly 
inspired by Yl Brynner in Westworld’ 
Scott recalls. "I did the usval research on 
cowboys and Westerns along with help 
from Phil Bretherton, who was the technical 
artist. Onco the style had beon nailod and 
approved we started the painful process of 
‘ying to create the pixel art and animation, 
Huge respect goes to Phil for his patience 
and perseverance in trying to teach me 
about anti-aliasing and how to keep to the 
memory restrictions... that was such an 
alien concept for me as an artist. Looking 
back on the game I’m proud of what we all 
created for the tes. 


nd Mik 


he Pickford with 
‘equaly brilant at 
‘made you b 


rated soundtrack 


ANIMATED 
HI-JINKS 


BUBBLES, BASEBALL AND BUZZ SAWS — SOFTWARE CREATIONS 


here were a few flops between 
the successes ~ Richard admitting 
that games like The Tick, 
Cutthroat Islands and Waterworld 
‘were scuppered by their source material 
"Waterworld went way over-budget, lie the 
film..." he laughs, Richard is also haunted by 
‘a missed opportuntty — lasing the contract 
10 produce the home versions of Mortal 
Kombat. “That really hurt and | think afte 
that | couldn't come back from i...” he 


INES] con pies 
ein The Nee sd 
Stoyeacg be S 
etree Kar ae 


admits, before adding an upbeat anecdote 
about the game with which he replaced the 
absent project. “Barbie Vacation Adventure! 
he cringes. “We ended up paying the money 
back, it did that wel... From potentially 
‘making $40 milion | think we paid back 
£10,000, | knew | was losing it at that point 
in 1994 Richard decided to call time on 
his business, and Software Creations ended 
pin the hands of Rage Software. “I could 
soe with the N64 coming wa would only 
be able to develop three games a year, and 
the chances of one being successful would 
be highly unlikely" he says. “A lot of people 
probably thought that I et them down, but 
when staff found a new job they always said 
iL was never personal. Butt was a really 
good team, We were al very young — when, 
sot up the company | was 21, and by the 
time | sold it | was 29. We wera one of the 
first to give a percentage of royalties to stat 
because when | worked at Ocean, | saw 
them turning up in Meres and BMWs and 
knew how it felt. We did @ lot of things right, 
‘and we did a lot of things wrong, but we 
had games coming out of our ears. When 
look back, | was meeting fim producers, 
20th Contury Fox, Sony and Nintendo... i's 
like it did't happen...” Luckily, i 


CONVERSION 
‘CAPERS 
The success of le 


Bobble ports for the home 


SPECIAL 
RELATIONSHIP 
i mastery of 
2, Sate 
formed an intnate 
any and its co 


part of Nintendo's 
fe Dream Team, develop 
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WONDER BOYS 


A WESTONE RETROSPECTIVE 


Established by former Tehkan employees, Westone Bit Entertainment is mostly 
known for its Wonder Boy/Monster World series. However, it also crafted a 
variety of titles with a distinct visual style and consistently excellent gameplay 


tits beginning, Westone 
consisted of only three staff 


series of games, it later expanded 
throughout the Nineties. At its height 
in 1998, the company had two offices at 
its disposal and had employed about 35 
staff members altogether. 

The company was originally formed under 
the name Escape, and consisted of three 

h 


‘a graphic arlist. Nishizawa reveals that he 
got his foot in the industry from hanging 

arcades. "When | was 17 years 
(ld, Mr Ishizuka and | were playing at an 

arcade run by Tohkan, which 
Where he worked. He asked me, ‘if you lke 
playing games so much, would you like to 

‘ry working parttime at our company?’ We 
both learmed how to develop games when 

‘working parttime at Tehkan, 


dt “al. 
ar ‘fa | 
iP yit Ih | 


AL of 
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Nishizawa helped work on the 
soundtrack for Swimmer before leaving for 
UPL. Here he worked a handful of other 
games, incucing Nove 2007, Nni-Kur: 


with shia, an they ee 
Aree Cnet esi a Ba 
ool” explains Nishizawa, “ihiaka-san 
Tel vnsien Gost bles ace 
gente cae ec ere ee 
are evry dey wa vert the areas 

Wa promied that we woud 
work on games iogathar 

ines own company! gill 
‘poughel nda te 

games at UPL, 

reece a 
eats 

eect 
Sake ond fol 


Up on that promise 
to work together: 


“ZK Te te ono ft 2 Spsrunsa 
onsets th eo ag 


IN THE KNOW 


Westone ws niall known 25 
the button found on a keyboard ~ but was afraid 
suggested uel, so he company changed 
itto Westone 


cape ater 


1 The company names prorounced West ston’ 
rather ban West-ane Is apormantzevot the 
English ranclatons othe frstkaryn each of the 
founders lastrames shi = west ish» stone 


1 Theil lof Wonder Boy was Wonder Bock! 
named ater he eponymous here but was changed t 
therequstof Seg, 


1 Sega published Westone’s arcade games and 
many carsales, but Hudson Softalso ported 
Weston’ various works toe CEng len th 
inegplcable changes. 


1 Wiener Boy was feared in Fletways Sant The 


Cami series staring Shin the oro ofthe fest Mega 
Dre game 


18 Westone developed he Norh American excuse 
Saga CD sort of Dungeon Explorer which was 
comple terentrom ts PC Engne and Super 


st Aepae! Gteball or 
release onthe PC Engine, oe of te very fw 
videogame croquet simulators 


& 


ince the company was just 
beginning, in order to save costs 
the trio rented the custodian's 
room in Tehkan’s office building 
They were allowed to stay for free, as long 
as they helped with the maintenance. Their 
days were spent programming; their nights, 
\were spent performing janitorial duties. 

Sill, the space was adequate for their 
duties and the accommodations were 
decent for such a small space. "There was 
also a kitchen and a bathroom, | slept there, 
but Ishizuka-san and Suzuko-san slept at 
their homes.” Westone's first game was 
Wonder Boy, a side-scroling platformer 
similar to Supor Mario Bros starring a young, 
prehistoric boy named Bocke (renamed 
‘Tom-Tom in worldwide releases!. In addition 
to the usual bad guys and bottomless pits, 
there is also a meter that counts down 
‘uickly, which can only be replenished 
by grabbing fruit power-ups, "I wanter 


OE 


0 


“He asked me, ‘if you like playing games 


so much, would 


part-time aoa our company?’ 


you like to try working 


'NSSHIZAWA RECALL SISHZUKA'S PROPOSAL TO WORK TOGETHER, 


legendary Monkey 


PCEngine port, the casthas 
version published by leo, was rensrned Saja 

4.The Bra 
ania’ Garg comic and cartoon series. And the mabe 


HE WONDER BOYS — A WESTONE RETROSPECTIVE 


Oogoodooty 


AINE) Hd Bye on 
Henson 
Pane i sera 
mown sansa hla 


make an action game with the feeling of 
pressure,” explains Nishizawa, “Therefore 
made a horizontal-scroling platformer wero 
‘the player could not stop moving. It was 
‘00 difficult, and | was unable to play it, so 
| regretfully had to change it. That became 
Wonder Boy. The skateboarding item is 2 
remnant of the intial plan,” 

Wonder Boy was published by Sega, 
and performed quite well. “Wonder Boy 
was commercially successful, so with 
‘that money we moved to a larger affice,” 
continues Nishizawa, Escape had a unique 
contract, hawever. While Sega published 
Wonder Boy, the company still held onto 
the rights of the game itself. They sold 
1e game to Hudson, who then ported 
the game to the Famicom. In the process, 
ey replaced Bocke with a cutesy version 
of Toshiyuki Takahashi (more casually 
known as Takahashi Majin), the company 
spokesperson. This partnership with Hudson 
continued throughout the decade. 

twas long believed 
the rights to the Wonder Boy name, which 
is why Hudson changed the names and D> 


THE MANY FACES OF WONDER 
BOY IN MONSTER LAND 


he sprites of Wonder Boy hn ManterLandbav 


een altered through many ports by many developers, Fr the 


aractersfom the Bkkuriman: lection serie, The Far 


Word takes placein Ancien China, and stars Son Goku the 


an Sega Master System version stars the characters o Maurie de Sousss 


ane part nc agin star chubby Takahach Mejin of 
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TIMELINE. 


RST TILE, WONDER BOY. 


WESTONE MOVES Frees, MES 


D UninisReeaseD. 


a 

“I want to make an action 
game with the feeling 
of pressure” 


/AWWA DESCRIBES THETIME LIMITINW 


R 


INDERBOY 


* 
( graphics to avoid interference 
7 However, according to 
Nishizawa, this is not true 
Hudson made alterations 
for reasons unknown, “"Wender 
2) Boy’ is oniy a trademark that Sega 
) owns. My company owns all of 
the coyrights. Therefore, there is 
no problem in letting the Wonder 
Boy character appear in any game that 
Hudson releases. However, Hudson 
almost always changed the charactor, 
Why was that? | onga poltely asked 
the staff at Hudson, out thay would not 
toll me.” 
Escape continued to expand, 
hiring more developers, including 
Rie Yatomi, the wife of Michishito, 
as well as Shinichi Sakamoto. 
Both had previously worked for 
Tehkan, as @ graphic designer and 
a composer, respectively. In order 
10 gain capital for its next big til, 
Escape accepted contract 
work to develop a tt 
based on the movie Jaws: 
The Revenge. The game was 
published only in North America by LUN, 
and while it's a unique title, it also has a 
reputation for being substandard, 


An No ARUBA X 


ha’sme Pole THE FIRST oF FOUR 


WORLD Ft THE PSN, X3CA AND 


The reason for its quality and brevity 


can be easily explained ~ it was developed 
‘ovar the pariod of two months. “Jaws: The 
Revenge ‘or NES was developed by mysatt, 
Mr Sakameto and Mr Ishizuka. | drew al of 
the graphics. Aer the release of Wonder 
Boy but before starting Monster Land, 

we developed it at the request of Atlus. 

We created it in about two months. Upon 
watching the videos on YouTube, it’s quite 
slipshod isn't it? 


=a 

oresnte 
‘Meee plas moe he 
Done cura 
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‘stone's next big titte was 
Wonder Boy In Monster 
Land, which recast 
prehistoric hero of the original 
game as a sword-wielding warrior. Rather 
than just straightforward platforming, 
there are also towns to visi, equipment to 
purchase and NPCs to talk to, Nishizawa 
cexolicily traces this influence to his 
fascination with computer RPGs. “It's 
because | got absorbed in Wizardry, Aftor 
Wonder Boy was released we played it 
every day while avoiding work. Therefore, | 
wanted to combine RPG elements with an 
action game. 

Westone followed up Monster Land 
by returning to its action-platformer roots 
with Wonder Boy il: Monster Lait The 
team had wanted to implement two-player 
simultaneous play in the original Wonder 
Boy, but ran into one substantial issue 

how do you keap two players on the 
sserean at the same time so one doesn’t 
scroll the screen while leaving behind the 
other? Monster Lair attempted to solve that 
problem by auto-serolling the screen, $0 
booth players advance at the same pace. 

Alter this, Nishizawa and his team 
‘went back to world of Monster Land to 
create a direct sequel, this time one aimed 
‘especially at the home audience. This 
fourth Wonder Boy game became known 
{as Wonder Boy il: The Dragon's Trap in 
North America (the numeral was droped 
for the European release), and Monster 
World I!in Japan. |t's about here where 
the series numbering becomes confusing 
to English speakers, which Nishizawa 
apologises for, sinco these localisation 
decisions were made by Saga and ni 
his company. 

The Dragon's Trap was developed for 
the Master System, but was only released 
for the platform in North America and 
Europe. |ts Japanese release was cancelled 
due to Sega abandoning the system in 
that territory, but was eventually released 
in modified forms for the PC Engine and 
Game Gear. 


by 


[eo oh 
MONSTER 
WORLD IN THE 
MODERN ERA 


forthe PaySta 


Landhadbeen 
English ROM: 


Mo collection a 
ly, The Dragons Trap 
ssgare soften de 


considered ihelouat 


bce The ss ars 
wae ye tam a de 


‘ter four iterations of the Wonder 
Boy/Monster World series, 
Nishizawa took a different, 
direction with the arcade game 
‘Aura a mecha action title featuring a 
‘walking tank called a Transom. There are 
two gameplay perspectives: traditional 
overhead 20 run-and-gun scenes, similar 
to Iron Tank and Meres, and 3D first-person 
action scones, where you walk through 
als and fight robo! 

used to love shooting games. 
Myseif, | had made many comical action 
games, so | wanted to create a game 
thal fully ulised the skils of the rest of 
the development staff,” says Nishizawa, 

'So, | was able to develop Aurail because 
had a team who excelled at mechanical 
dosigns. Masanori Yoshihara, whe drew the 
character ilustrations for Monster Wortd I, 
‘was in charge of the mechanical designs. 
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‘Additionally, Maki Ohzora was in charge 
of the background designs. She had just 
Joined the company, and her fist work 

‘was background design for Aurail Also, | 
designed the player's rabot and the enemies 
in the 3 scenes using @ 3D modelling tool.” 

Aural was originally conceptualised as 3 
fully 3D game, "Sega's System 168 had the 
ability to scale sprites, which could be used 
te build psoudo-30 visuals. At the time, 
there wasn’t any way to generate polygons. 
So, | worked very hard on those stages. 
However, | wasn't able to create enough of 
them, so the 2D stages were included to 
flesh it out" 

The next title in the Wonder Boy 
series, Wonder Boy In Monster World for 
the Genesis, was primarly overseen by 
Michishite Ishizuka. While it’s @ non-linear 
action-RPG similar to The Dragan’s Trap, i's 
missing the assorted animal transformation, 
Nevertheless, the game features a number 
of throwbacks and references to all of the 
previous games in the series. 

Whie development was taking place on 
Wonder Boy in Monster World, Nishizawa 
‘was hard at work on an arcade game 
called Toke’ Jikake No Aquario, which has 
since been translated as Aquario Of The 
Clockwork. The game was developed 
for the Sega System 18 board and was a 
multiplayer action game with auto-scroing 
levels, similar to Monster Lair Enernes 
could be knocked unconscious by hitting 
or jumping on them, then could be tossed 
around the seret 

"Aquario Of The Clockwork was the 
last arcade videogame developed by my 
company. | had been working and suffering 
for a long time to camplate i, but the 
location test resuits were poor. It was an Pe 


WHERE ARE THEY NOW? 


Ryuichi Nishizawa is one fhe co-founders of Westone, and often got is hands ty noth coding and 
<esiging ts games. Hes stl president ofthe compan, Many afte long-ime membershave moved a 
ciferent compares. Te other co-founder, Michishie shinuk, ef Westanein the mid-Ninetes and wen to 
Work for Mare Software, the developmenthouse behind Alundra the Final Fantasy lremake and Final Fantasy 
The Heroes Of Light Sih Sakamoto the composer of may o Weston's games ‘snow =producer at 
‘Media Vision, the expan that previously developed the Vill Arms series fr Sry, though ufertunatlyhe ne 
longer composes music Maki Ohzoa, agraphis designe and character ilustater.is prolific arts and drew 
‘the artwerk forthe goofy cred Evangelion spin-off manga Pett Eva Bokura Tanken Doukoukal 
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Designs 


Excellent 
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aleohal to get hints, got 
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It's because | got absorbed 
in Wizardry... | wanted to 
combine RPG elements with 
an action game” 


NSSHZAWAONTHE ROOTS OF MONSTER LAND 


eccentric action game with three- 
player simultaneous play. The grat 
were quite excellent, but it was not 
released, unfortunately 
Nishizawa was able to obtain the 
from the company’s archives, 
‘and has bean working with 
‘emulation house M2 to 
reassemble them in working 
order. Unfortunately as of 
press time, the game has not re 
been able to be restored to ful 
functionality, although Nishizawa 
was able to dig out some of the 
sprites from the game's source 
code. The soundtrack, composed 
by Shinichi Sakamoto, was also 
released digitally through the 
Japanese website EGG Mus 
Nishizawa returned to t 
Wonder Boy series (in a manner 
of speaking) with Monster World 
IV. The reason why ‘Wonder 


is 
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WESTONE 


BIT ENTERTAINMENT 


Constant 
Innovation 


Action 


Role-Playi 


Werder Boy In Me 


Boy is no longer in the title is due to the 
change in protagonist ~ the hero is now 
2 green-haired gitl named Asha ~and the 


nge in the 
leading role. “Because of the constantly 
changing nature of the sees, it was 
necessary to come up with something now 
and different from Wonder Bay In Monster 
World With the best of intentions, | wanted 
to betray the expectations of the fans, 
but in @ good way. About the protagonist 
becoming a female, there were some pros 
‘and cons ~ some from within the team — 
but | was glad to change it to@ gir. Asha’s 
running animation is incredibly adorable. 
Sadly, Sega decided not to release the 
title outside of Japan. Even Nishizawa 
‘A that 
time, Sega of America and Sega of 
Europe just decided not to sell 
They may have thought it would not 
have been commercially successful 
Alternatively, there may have been 
other big titles at the time, and th 
may just have been too busy. 
Outside of the Wander Boy/ 
Monster World tities, Westone 
also worked on a handful of 
other titles during the 16-bit eva, 
Amongst the most interesting 
‘was a Super Famicom APG 
published by Enix 
Half, where the vi 
between two characters: the 
oble hero and the demonic 
supervilain, Nishizawa has 


is not sure of the reason, 


game words closely influenced by Miele 


nc Was one of th 


Memorable 
Sound Effects 
Minnis 
taking hs, the chin 
of bouncing 
dstincive sound ef 

personality of 
their 


Hugelh 
Influential 
Many gar 


tstops, includ 
Nameo's 


this attac| 


Risky Boots, the 


some interesting stories to tell surrounding 
the game's development, 
The development of Dark Half was very 


memorable for mo, It was the first time we 
Worked with Enix, and there were many 
meezngs. Yutaka hirata was in charge of 
planning this game. He devised the idea of 
playing as an evil overlord. But in the middle 
of the development period, the game wasn't 
as fun as we'd initally hoped it would be. 

To save this problem, | joined the prok 
midway through. In addition to slightly 
modifying the game systoms, | rewrote al 

fof the scenarios from scratch, To complete 
this na short period af time, | locked myself 
ina conference roam in the Enix HO for 
cone manth. | was always together with 
Wetanabe-san, a producer at Enix. We at 
lunch and dinner with each other every day, 
and we became friends at this time. With his 
| was able ta complete the scenario, 
That's the first and last time | ever wrote 
soriously on a game's scenario, 


; ‘most interesting of these is a 


Bowlingual, which translates dog barks into 
human language. This was accomplished by 
‘sampling dog barks under certain conditions, 


then using these to interpret what the user's 
dog might be trying to tell them 
some have quest 


ned the accuracy of the 
was improssive enough that Time 
‘magazine awarded the device as one of the 
best inventions of 2002 

Nishizawa reminiscas about some of 
his company's best games. Amongst the 
Wonder Boy tiles, his favourite is The 
Dragon's Trap, “I loved it so much | made 
ittwice,” he says, referring to the Gam 
Gear port, He also expresses a fondness 
for Aurail "The music and the 3D scenes 
cof Aurail are some of my favourites, 

game with artwork by famed modelled the 2D characters myself and it 
Famitsu illustrator Susumu was a challange to display a game in 3D. 

Matsushita. “The concept was to create 2 also liked Mirano No Arubaito Collection, 
hero that didn't take himseff too seriously. _| wanted to work on a game with 2D 
So, the image we wented was 'Sonic plus animation [while] the game market was 
Batman It blends 2 sprites with 3 focussed on 3D. Itcidn't sell at al, but | 
environments into @ platforming game with created a t-shirt, This t-shirt is supposedly 
spective. an extremely rare item, but | couldn't find 
fas the company's first 32-bit any images of it on the internet.” 
tite, but it didn't originate like that, "Initially Unlike many larger companies from back 
ithad been develoned as a sida-scraling _in the & and 16-bit ara, Westona is stil 
action game for the SNES, but sinee the active. “We have been working on 5 
market began to shift from 16-bit ‘games for use on smartphones 
to 82-bit there was a change in for the Japanese market. V 
the development policy, and so it are not doing any original 
was reworked for the Sega Saturn planning. We are also 
Alas, despite having full English voice involved in website operation 
acting, Hudson opted not to release and maintenance," reveals 
Wily Wombat outside of Japan Nishizawa, However, the 

Unfortunately, most of Westone's company's presence has made 
games after Wily Wombat wer it easy for its tes to reach 
not roleasad outside of Japan either digital download services. 
After developing the adorable Milan No 
‘Arubsito Collection forthe PlayStation, 
the company specialised mosty in enime 
spin-offs, like Akihabara Dennougumi Pata 
Pies!, Digi Carat Fantasy and Neon Genesis 
Evangelion: Ayanami Raising Project, as wel 
as Marriage and the Graduation series for 
32-bit platforms. These being mostly if 
sims and dating games, they were of litle 
interest to non-Japanese gamers. Of these 
later releases, the only one localised was 
ishEyesWVid for the Dreamcast, which was 
published by Natsume in North America and 
retitled Reel Fishing: Wil, 

In adcition to videogames, Westone also 
doveloped a number of toys for Takara, The 


—_ 


‘estone’s next title for Hudson 
was Wily Wombat, an action 


ro 
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Wonder Boy 
Westone’ rt ideopame at 


The Dragon's Trap 


angeino ctferert annals 


Monster World IV 
Wie he 2G aspects cf ts 
ing, Monster Wea Ve 

st visuals aval 
on the Mega Drive. 


Aoi Blink 


asec onthe anime sens by Osamu Tezuka, 


Mashin Eiyuuden 
Wataru Gaiden 


‘An action RPG based onthe Mashn Ese 


Wataru sens While the overheadeeicraton 


sections look Fina Fantasy heats ply 


Riot City 


and then tr ported ar 


semaltonn The 20 animations gorgeous, and 
inbegsyouto vender what a Wonder 


wouldve coed ke on 32. sytems 
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MC LOTHLORIEN 


If you had picked up a wargame from your local software shop in 
the Eighties, the chances are it would have been released by the 
generals of MC Lothlorien. We spoke to Mike Cohen, 
co-founder of the Manchester-based company 


ne of the extraordinary 
facets of the games 
software explosion of 
the early Eighties was 

the relative inexperience of many of 


the people involved, 
sete 


le 


THE DNA OF... 
MC LOTHLORIEN 


From Publishing 
Developing 


Know Your Weaknesses 


Steve Hughes 
ter pring ways wth 
Lathes Steve worked for 

Mike Cohen Bary Design Toy he's 

Aer he calapse tcon woven busness 5 


Design Mie ocuseconhislaw — chieyfortheNHS. 


Roger Womack 
sited 


sirlatons He crn fun 
develoning Dien whose main slr 


is Footbal Director aalabe 


Steve Riding 
Sevehas voy tere cee nideogaresthatbegan ith 
Letloren Hees apredie evel endeg 
\p asdrectr tal vernal devloorent Ate hate started 

jes Taes bere ng panther company Lockwood He 


ys up anew co onal 


> foel 30 old, al ef ths,” smiles the 
bespectacled and smarty atid for 
‘ower of the strategy and wargame 
software housa, “But i's so great 
seeing al these old machines again 
— and stil working.” We've taken the 
‘opportunity to meet up with Lothloren’s 
co-founder in Manchester ashe lives 
Justa few miles away from th 
Tomorraw we shall conduct our 
interview at Mike's ct in the ne 
city centre; but for nowy, lke the rest 
of us, he's enjoying the radiant glow of 
pixelated nostalgia. We spot two young 
lads staring bemusedty at a Sinclair 
ZXB1 and point ther out to Mike, "That 
was Roger and | 33 years ago. We 
weren't technically minded and started 
from scratch as it was al alien tous, But 
leoking around for a business 
start and we thought there might be 
something in 

Roger and Mike met at Grammar 
school in Manchester at the age of 11 
The boys quickly discovered a shared 
passion for wargames and would 
soon be standing on opposite sides of 
various miniature battlefields, "I had 
220-33mm sized mode! army based 
‘on Alexander the Great's Macedonan 
army," remembers Miko, “so | usually 
took the Greek side and Roger the 
Persian, playing to actual wargaming 
rules.” We ask Mike where the 
considerable fondness for Ancient 
Greece comes from. "I haven't a cue!” 
he laughs. "I guess at school although 
my first degree was in science. But | 
remember being quite into it from an 
early age and often when I was in a 
physics lesson | was reading up on the 
Peloponnese war instead. 


any of the companies 
Mike and Roger 
ware assessing had 
ready started to think 
about the potential of computerised 
accounting. “We didn't know a thing 
about computers but we thought from 
a credibility point of view in terms of our 
role that it would be a good idea to at 
least have a rudimentary knowledgt 
says Mike, Rathar than attempting 1 
create a complex piece of business 
software, the coding inate sensibly 
opted to try and create some type 
cof game instead. But where to start? 
"I thought about what | ked and my 
hobbies and | used to play a lot of 
tabletop wargaming," explains Mike. 
‘And very often one of the problems 
was that you couldn't gat an opponent 
10 play against. So | reasoned, | should 
‘each myself to leam how to program 
in BASIC and than try and create a 
wargame of some descroton. 
We are now siting opposite Mike in 
a fifth floor room of his clu in central 
Manchester, the chink of our coffee 
cups echoing around the wood-paneled 
wals. The steady manic buzz of the 
Play Expo si 
quiet peacefuness of the stately 
home-esque room. "What |startod 
10 Work out was actually just a simple 
stretegy game,” continues Mike, "you 
xd hare really cal ta wargame. 
It was only really a means of teaching 
myself BASIC.” Drawing on his love 
of ancient Greek mythology, Mike 
created the game Tyrant Of Athens 
forthe 2X81. “It took me a couple of 
working evenings in my dning 
room, At the endl oft | felt I'd achioved 


sms a world away from 


narra feo 
ober Ve 


something because on the way I 
leamed a litle bit about comauters and 
something that was a bit of 
fun." When Mike showed his creation 
to some friends, they asked it he'd 
thought about ying to sell. “it was 
about the time when people were 
19 games through mall order, maby 
by advertising in magazines,” notes 
Mike, “but | thought it was ridiculous 
‘They persuaded me though and | went 
for it and placed an ad. | estimated that 
if| managed t ta fiver 
f2ach then it would pay for the advert 
and really feel 'd achieved something! 
Mike's advert, under the name MC 
Assocates, duly appeared in Your 
Computer but not before a ight hearted 
argument with his wife. "Braget throug 
£95 for a quartorpage advert was 
throwing money away," remembers 
Mike, the memory ofthis swange 
lion binging @ gin to hs 
I promised 
made any money, Id 
the profits 
Honee the dishwasher gan 
and fortunately for Mike (or unfortunately, 
depending which way yau look at 
Tyrant Of Athons sold 200 cooies within 
two weeks. Mrs Cohen was presumably 
very pleased —as was Mike with the 
sales of his fist effort 
Enthused by Mike's success, Roy 
Lees purchased a ZX81 and began 
coding. Using the name Lothiatien, he 
produced a similar text-based strategy 
game called Wariord, based on one of 
his own particular favourite period of 
history, feudal Japan. Mike had already 
created a folomup to Tyrant OF Athens, 
Roman Empire, and it quickly proved to 
bbe even more popular than its ancient 
Greek predecessor, Yet despite t 
successes, Mike and Roger were stil 
working separately on their games, 


Tie aes tom ee 
pov teres stn Ha, 


&& We were looking at marketing 

and circulation because we were 

having a lot of difficulty breaking 
into the shops 


tapes, ohot 
the numerous packages off. Thank 
‘goodness for al that spare time saved 
by not having to do the washing up, we 
‘up Mike smiles. “| guess Brget was 
‘the associate, She was certainly a great 
help." Aftar sx months of Roger and 
Mike working separately on soling their 
respective games, sales were sttong 
‘enough to suggest a step forwerd, “We 
were quite busy so thought we'd eit 
better form a company and start doing it 

ropetly or ust stop and concentrate on 
‘our day job,” says Mike, The two men 
joined forces and names, MC Lothiorien 
was born. 


he new company began in 
ceamestin the summer of 
1982. Re-eleases of Mike 
and Roger's ZX81 games 
were the first games, folowed by the 
respective ZX Spectrum versions, But 
‘thoy were sill working from home, “We 
started to become amare that there 
were larger volumes to be had and so 
we began to get our tapes produced 
professional.” explains Mike, "which 
meant | was having these huge boxes 
delvered to the house al the time. 
Cleary some ck 
Lugently required if Mike ar 


cated premises were 


were getting fed up with these boxes 


Roger were 
to avoid divorce proceedings, “Our wives 


and thousands of cassettes everywhere, 
so we bought an office in Poynton and 
oved the operation there, taking on @ 
couple of programmers and secretar 
While | had been workng at home I rad 
1a shorthand typist who used to come 
n and de my correspondence and stuff 
because we had no computers to do 
word processing back then, it scems so 
crazy now.” 
One of those eatly programmers 
was Steve Hughes who approached 
Lothorien to see if they couid colleborate 
ther. “I'd written a game cal 


is 


The unusually ied Mc 


inspired Me 


Che, 


rin Poland 1887, 


cshlorien game 


Landon shortaterhisbirth Hew. 


slate teens inan atterpt 


wandered 


hecametothe aidof 
act unheard of athe tine his reputation within the Chinese 


‘emmanity grew immeasurably 


shout Canada! 


mp 
Chinese man who was 


st Wor 


action at Ypres) Cohen found hi 

rineserevouionary ard 
fauncing fathers ofthe Republic of China Chen became atraner for Sure 
army as walla hispe 


tive moniker: Alter Su 
‘ating the sinecure rank 


bodyguard and began the hab 


deathin 19 


hr 


cher's url, helegendary Mrris 
vis amy emigrated 


Canada in 


nhis eran way 
nees and when 
eng robbed 


lexryingasecond pistol hen 


ah Chinese leaders 


genera before oning the ight gant the Japanese fwvasion 19 


He decin 190, surrounded fay, a eltch af myths and yams and an undeniably igh regare 


Linhis spitual home of China 


Beetlemaniaand another called 


Beelam, both for the ZX Spectrum, 
‘My partnor at 


Steve 


says 
NA Software, 


which was a real tiny parttime venture, 
had enough so he made the contact and 
mtroduced me to Mike Cohen.” Steve 


‘would soon be cove 


Joping further arcade 


‘games as Mike and Roger sought to 


‘expand t 


roster of software, 


“Roger 


‘and | weren't realy programmers,” says 


Mike, 


‘we both knew a bit of BASIC 
anda fitie more but that wait 


knew we had to do something other 
cdo to give oursolves 


than strategy in 
litle 


of a sales b 
alteady written a coune of ga 


and his code was very, very, ood. 


Lothlorien payrl, Steve Hughes often 


ts offi 


office was above 


{shops and dominated by a 
receptionist called Aine who had a very 
‘oxpressive personality and a penchant for 
19 she was ‘shaking the dew 
32 ly’ whenever she went to the 
joo," he laughs 

One of the more s 
Steve Hughes developed stemmed 
from an orignal concept by Mik 
Cohen, “I thought of @ great idea for 
a game called Micro Mouse 

ing," he grins, "where 


ssful gam 


in order to form a 
program. That sold really well” Rather 
more problematic was the re-release 
of Beclam: the artwork forthe cover 
ofe than a striking resemblancs 
to certain heavy metal band's 


Commano: 


124 Scar i 1 a deg te a 


We'd looked at diversification 


and in some ways maybe we 
were naive 


signed the Bedlam cover,” says Mike, 

‘but when the game was released wee 
{gota letter from iron Maidan’s lawyers 
almost immediately because basicaly 
the artist had copied Eddie! 
was swiftly withdrawn fram sale and 
the cassette inlay replaced with a 
sstinctly non zombie-ke image, 

In adition to Steve Hughes, 
othlorion was also using other 
pendent programmers, taki 

submitted games and paying royalties 
to publish them under its brand. Grid 
Paral was a grid-based shooter from 
‘Simon Cabb (who joined MC Lothlorier 
fulltime as a coderl; Hyperblaster an 
Asteroids clone by Matthew Rhodes 
‘and The Stolen Lamp an obligatory 


text adventure; in adtion, of course, 
to further wargam 


with American 
ii War simulation Johnny Feb 


proving the most popular (Rogar Leos 


was a particular fan of this era). And 
with ts name becoming established, 
LLothiorion bogan to focus once more: 
(on the strategy genre, receiving a high 
quota of efforts from third parties. As 
'985 dawned, Roger and Mike felt 
while they were seling some 
lent games, they weren't doing 
t justice, "We were looking at 
‘marketing and circulation because we 
were having a lot of ufficulty breaking 
into the shops 
looking for more volume and also a 
‘means of financing further davelopment 
because we didn't have a lot af money 
and needed to become more capital 
By now Lothlorien had a 
sm of programmers i 


recalls Mike, "We were 


Selwood, Peter 
Cobb, in action to freelancers such 2s 
Steve Hughes and Roger Womack 
Asa smartly crossod socrotary 
refreshes our cottee cups, Mike leans 
back and reflects on a yaar wher 
LLothionen realy began to open up 
its ambitions. “We entered into an 
‘agreement with Argus Press in London, 
he says, “where they took care of the 
marketing and distrbution for some 
cof our new games.” The frst game 


Under the new arrangement was The 
Bulge, written by David Botton of Choice 
Software, David recals: “I'd done an 


arcade game on the C64 called Buzzby, 
but my passion was in wargames having 
played tabletop and board games by 
Avalon Hil and Strategy & Tactics s 
was 13," With its colourful display, 
‘ast gameplay for a wargame an 
User-friendly interface, The Bulge was 
an instant hit and a sunerb start to the 
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Johnny Reb 2 


MCLethorien had ares 


Tyrant Of Athens 
Starting te a 2281 game writen Mie Cohen 
Tran arr tet garetts 

the payer ake on terol fhe epanmous rude 
the ancient Greek etn the Sh Conzy BE, 


Micro Mouse Goes Debugging 
1783 Roger and Mike were wel aware 


rededo expand there's ange genes ft 


The Bulge 
Daval Batons est game for MCLotionen wos 
als the fst nits parnership wth Argus Pt 

Released n 1985 tie OFThe 


Buige as twas als 


Waterloo 
Lotlerien cit contin 


ACTION 2 


‘Argus-Lothoren relationship. "I was 
‘obably ait too dfficl,” acts Davi, 
it was a realtime game with loads 
Units and lots of fun to wrt,” The 
coder would meet Roger and Mike in 
1986, when he 

‘game for them, ich 
secured favourable reviews. “I did’: 
study the original or even play i.” he 
‘says, “but had been playing ta 
Americen civ war games sinc 
13, Sol just devised a s 
had fun programming it The Al forthe 
tants to form up and cross the rive 
ntorostng - all in Z80 assembler 


oduced his sec 


ao andl 


| retum to the wood: 
panelled room and 
Mike. Despite the early 


of The Bulge, 
ecla wich came of the Argus 
relationship, except when they were 


ponted in ‘ton of an acquis 
‘opportunity, Nearby, felow software 
house and publisher of the legendary 
Chuck Egg, An'F, had recartly gone 
into liquidation, “We went to the 
quidetors, paid off what we needed to 
and took over the rights to their games, 
explains Mike. "We also took on some: 
of its staff and Doug Anderson joined 
Us, He was a great guy and a great 
‘ogrammer" Lothorien bought new 
promises in Prostwich to accommodate 
Staff from both companies and promoted 
AwvF's Doug Anderson and Martin 
Hickling to decor status. After 2 brio 
period as Starsof, loon Dasign was 
created in 1986 as a new venture 
combining the talents of MIC Lothlrien 
‘and Ai As was common with mary 
smaller publishers of the era, con Design 
ipaly @ developer rathor 
‘than pubisher, coding games mainly for 
budget producer Mastertronic (such as 
the Spectrum convarsions of Kikstart 2 
‘and Ninja} and other companies such as 
(Ocean (Rastanj and Grandsiam (Peter 
Shiton’s Hanalsall Maradona). Icon 
Design expanded rapidly — too rapicly 
admits Mike — with further office: 
opening in St Helens and Ax 
cals the relationship with Mas 


ck Mike 


in particular with fondness, “I went out 
to lunch one day with Frank Herman 
IMastertronic boss, and one of its 
founders] and iscovarod ws 
alot in commen. We were both t 
Jewish backgrounds and | made some 
dodgy comment wondering about 
wh related. | told Frank Id 
had an uncle who had been a general 
in the Chinese army and he sad ‘that's 
funny so did I' We never discovered 
precisely what the lnk was 

Sadly, leon Design/Lothionen began to 
struggle towards the end of the dé 
Unable to atford the film and aca 


16-bit market, work from 
nic cried up a it focused on 
a deal, "We'd looked at 
tlversifcation and in some ways maybe 
says Mike, shifting 
a hs seat. "Im not 

e's much we could have dane 
differently or bate, excent parhans have 
‘mare technical staff eater than we ld.” 
A significant issue for Lothloran was 
the way in wi 
sold compared 
never had any partculaly ‘big’ hts, 
but the sales would continue for some 
time. After al, twas a riche market so 
wanted to play a com 


version of Waterloo for inst 
wasn'ta lot af choica, 

‘Mike and Roger attempted to make 
the closure of lean Design as painless as 
possible for its employees. "I think we 
had regrets about the way it fished 
he adds, “and it was very stressful at t 
tend as we were responsise for alt of 
people's incomes. But we had some 
{good fun and I beleve we did achieve 
somathing and most of th 
worked for us went on to make @ 
success of themselves. And | don't 
think you can have a much greater legacy 
than thal 


2 people who 


Our thanks to Mike Cohen, Steve 
Hughes, David Bolton, Roger 
Womack and Steve Riding. 


One of the trailblazing 3D fighters of its time, the Tekken series 
continues to pack a punch to this day. We went head-to-head with 
series producer and director Katsuhiro Harada to learn about the 
origins of the King Of Iron Fist Tournament 


{i ed ag ni id Sarin wnat aad vie lat 
/2E=SSS fered rs noocs dred nie op 


to being first to the party in the technology 
market. But Sega, more than any other 
company, seems to have suffered from falling to 
recognise this trend. 
‘Satur beat PlayStation to the punch, but Sony sti 


‘the vetoran producor 
the series since it began. 


better thic-party support. Dreamcast ve 
‘a simi story, with many skinning Sega's 


Vita Fighter But with a 
ton per li" configuration 
the mare papular eansole, 


came together 
glimpses of the 


Justa supremely. 
when nobody 
the worid how 
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D Going back to it today, te orignal Tekken land 
indeed to a lesser degree the second one too} does 
feel rou cd the edges, but with so mary less 
capable teams putting out horns 
tty and cash in on the new craze, Tekken would only 
have fet even more accomplished by comparison. 

Rather than being wall racaived as a fighting game, 
| was well aware that games of that era were more 
highty regarded for the 2D polygon and other graphics 
technology,” Harada tolls us, pining a lot of the game's 
early popularty onit being the right kd of graphical 
‘showcase inthe right place atthe right 

Nameo was locked into that right place from an early 

stage, its arcade division developing boards based on 
PlayStation tec'notogy before the platform had even 
been released to prove isett “There wasn't another 
cption to consider,” Harada confirms. “Most poople 
knew that platform as PlayStation, but we developed 
the PlayStation hardware-compatible arcade board, 
System 11, long with SCE before the release of the 
PlayStation." risk, then, but a calculated one and 
‘with PlayStation the strongest of the then-orthcoming 
consoles in terms of 2D tech — the route Namco was 
‘exploring with games lke Ridge Racer and Tekken — 
the team simply latched onto the most obvious parter. 
Which, as the history books wil toll you, worked out 
pretty well. Whereas even established greats lke Street 
Fighter and The King Of Fightors would struggé to fi 
their footing on PlayStation, Namco read the market 
briliartly and as such had a fighter atthe forefront of 
Sony's revolution to make gaming cool. 
fom an oulsider’s perspective, it seems to be an 
extremely competitive market, but Harada is quick to 
downplay this. "If asked whether there isa rvary with 
cother fighting games, maybe most won't understand 
this, but in the arcade game sector, wo are rivals but 
‘also convades,” he raasons. “For campanias that 
nat only da you need your awn games 
10 be suocessful but also those of rival companies as 
wel. That's why they are mote like brothers-in-arms 


porate arcack 
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Winderme 


We make at least as much, if not 
more, from our arcade releases of Tekken 


rather than rivals. shows lack of understanding when 
people wry to say there is rvaly or bad blood there 
Often, events for several games are held a the same 
tme." Perhaps i's less a competitive scene and more 
‘2 somewhat symbotic one, then —each fighter needs 

thers lo succeed as well in order to maintain populanity 
and awareness for the gente as a whole. “Even if 
someone feels hostile towards a rival, that just shows 
their own shortcomings. That sai itis entertaining as 
a performance,” he chuckles, as we recall his staged 
oats with Street Fighter boss Yoshinori Ono in the 
lead-up to the launch of Street Fightar X Takken for al 
the trash tak, cosplay, hashtags and other daft feigned 
rivalry there, the pair were always complimentary of 
‘one another's work when asked direct. 

‘As much as the market may have changed ak 

in the last 20 years, Harada himself doesr't seem to 
‘ink he has. “I've just gotten older, | thnk,” he smi 

‘My role hasnt changed that much, Perhaps going to 
the arcade to promote the game and for the events is 
something don't do anymore. In ragards to marketing 
and PR, conceptual design, game design and project 
management, these are some of the rales | have always 
haa. 've been a bit bossy, even when | was young” 


ivon the enormous popularity of Tekken 
both in arcades and on PlayStation, a seque! 
‘was always on the cards. Indeed, Tekken 
_2was one of the most anticipated thes of 
the edly PlayStation era, with the kind of magazine 
that you seldom see for 
ise which is only one game old. With that in 
rind, it’s odd to hear that Namico was stil going at it 
from a very tech-minded point of view. “It was basicaly 
docided by focusing on what now tachnology we 
wanted to imolament," recalls Harada when dscussing 
the approach to creating the secand game. Bur it 
wasn't all polygon counts and bulet points - gameplay 
stil counted, as anyone who has played the improved 
sequel will recognise. But the PlayStation audience was 
fl too young to be trusted, so Namco took gameplay 
adviee ftom a more established, relable source instead, 
Regarding the game as a fighting game, we based 
‘our decisions on feedback from questionnaires in the 
arcade,” states Harada, 

“The arcade is a very severe market,” he continues. 
“Consumers only pay you 100 Yen at a time to play. 
You don't get 60 doliars right away ~ you have to have 
them keep coming back. That means your game has 
tobe extremely fun to survive, Fighting games raised 
iS environment are more entertaining and more 
Even $0, i's a tough market to 
‘rack trom this angle today, with the cost of console 
development alona boing prohibitive enough for many 
smater teams before you even factor in anything tke 
arcade boards. Plus, there's the small fact tat the 
arcade seane ist what it used to be, though Harada 
doesn't seem to see this as a worldwide problem. 

‘Many poole say arcades are dead, 
“Nay in the West, thats somiewhal true. But they are 
sill ound in the Easter hemisphere, especally Asia. 
“They are even increasing in South-east Asia. Console 
releases of Tekken sel milions of copies each so you 
‘might think itis quit lucrative, ight? Maybo oven more 


than tho arcades? But, that isnot true, You only racoive As the we move onto t 


dolar fora con aybe up to 100 one of 
5 around this 


ly wouldn't be 
are also an ar r led around some time 
s Much, i not much me were able to generate revenue to keep all of the Tekken 
arcade releases of Tokken Ave you surprised? Lpdating the Tekken franchise with new instalments. games too, buts it the best? Harada offers a surprisingly 
Yes. Yes we ae, actualy, but we're even more That's essentaly why Tokken has gene dliplomate response, considering 
surprised to hear that the money made he 3 me int in 2 asked him to review his iden 
right back into in the form of console fighting games, ard sold very 
jrldwide, making it 


ving from Takken being in the 
basicaly why we develop in this 
That's probably also why Tokken has survwved for 2 
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sf. | have alot of good personal memo? 
‘rom that instalment as well. That said, | don’t consider it 


As you can probably gather, Harada won't offer 
‘personel favourite, rather reasoning that he leams from, 
tion. Tekken 3 assortment of odd 
‘extra modes, from bizarre mini-game Tekken Ball 
chicken flavoured side-soraling made Tekkon F 
offered value far neyona the simple arcade porss that 
fe camman, and were as we've now learned fur 


tenashi hospitality) 
“At the time, Nam raking in mon 
and arcades were doing extremely well Since the 
nsumers were giving us so much support, twas 
tual to de our utmost fo pleaso thom in tum 
This kickstarted a ravolution in fig Te 
‘madas no players 
leading to 


‘even the most whimsical of them all had 
‘igntng experience, "Tekken Bal 
ake @ mini-game to pra 
plains - we can proc 
‘out any attampt ta ink a hardcore 30 fighting game and 
tempin bowing cont ur ny minds. 
Notre sta ds 


ten, though, anc Hareda’s go-to example came pre 
erly on inthe series’ fe. "There's one memory that 
stands ou.” he says when asked yeloomental 
developments, “AL the time, a person w 

leader of development quit and joned anoth 

taking many of the designers and pre 

had jorned the 


‘We were actualy putin th 
Unable to develop the next Tekken 

Harada reveals, It took much effort to rebuild 
development team. We had to redo everything, 
‘asicaly stating trom 


co 2. Muda oid sed 
fons ely iy 


In game development, failures 
often teach us quite a lot 


his might go some way to explaining the 

ext tw games inthe timeline ~ Tekken 

Tag Toumament was effectively a greatest 

hits package with a neat new mecranic, 
while Tekken 4 went wildy offtemplate and made 
fundamental changes to several crucial aspects of the 
game, attracting a far amount of ercism for doing so 
We ask whether Sony had wanted Tag to be a launch 
litle for the PlayStation 2 folowing the successful 
colaboration between the two brands the generation 
bofore, but Harada laughs off the idea, “Thore wasn't 
much discussion on whether to make Tekken Taga 
launch ttl," he tolls us. "That was the rola of Ridge 
Racer. Tag ust came along atthe right time. 

‘Smilaly, the quastion of making the ner-nsignficant 
leap from PlayStation hardware to PS2 (with ts 
al-powerful Emotion Engine) seems equaly easy for 
the Tekken boss, but then he wouldn't have been 
the one doing the coding. “There wasn't much that 
\we had trouble with regarding the technology,” he 
says. “Actually the tough part was thatthe numioor of 
polygons increased drastically, and we were strugging to 
finda way to use this increased power effactivaly 

ut find it they did ~ Tekken Tag looked great atthe 
time and 4 looked even better when it tuned up, even 
if tc folow the add manta of ifit's not broke, fc it 
Until itis! As is always the case, some gamers who 
hadin't really gotten on with the Series in the past wil 
tell you how much they love this one that breaks from 
tradtion, but the majorty wanted tradition back. Moving 
‘the emphasis away from juggle combos and onto spatal 
posftoning was an interesting move but nat one that 
paid of, though that doesn't seem to have hurt the 
franchise. If anything it has actualy helped. “It was 
because of the falure of Tekken 4 that we ae successful 
today.” Harada caims. “in game development, felures 
often teach us quite a lot. That's wry | thnk there was a 
lot things in that game that are worth looking at 
‘After 4, i's hardly surprsing that core series Tekken 
‘games haven't taken any risks, atleast not to that level 


— the Rage mechanic of Tekken 6 sails ite too close 
to today's add obsossion with comeback mechanics, 
butit’s no better, worse or more effective than Garou's 
TOP system so well lt it go. Both Tekken 5 and 6 
played things reletively safe, the core fignting retuming 
to the template lad out by 2 and with all the same 
kind of trippery laid about around it to keep fans happy 
whether they were fighting or not, Customisation was 
the big new thing - SoulCalbur’s creation suite it may 
ot be, but the dress-up mode in modem Tekken 
games is sil un to play around with al the same. 

‘And so we come to Tekken's latest outing. No, not 
‘tha 10S card game, athough that is surprisingly ood 
fun. We're talking about Tekken Revolution the free-o- 
play PS3 game that has ateady been downloaded by 
‘over 3 milion players. It just goes to show how much 
the world has changed ~ Tekken 3 sels over 8 rion 
but today, Namco can only give away 3 milion copies 
of Revolution - but Harada seems happy with how i's 
al going, "We were able to gain a lot of feedback, so 
| am satisfie," be states, but he doos have an oda 
confession to make. “If were to give my honest answer 
to whethor fighting games are wol sutted to F2P, I would 
say no. This is because the basic game model was born 
in the arcade, coin operator-based enveonment from, 
20 years ago. Curently popular genres such as team 

battles, fou-player co-op and RPGs are probably better 
suited. Or perhaps changing the fundamental gameplay, 
lke in SouCalbur Lost Swords 

Even two docados on, Harada sti has a passion for 
his tranchise and a ounch of intaesting new ideas on 
whore to take it. The free-to-play experiment isn't the 
sign of the end of Tekken as we know it as long as 
the arcade culture on which Nameo evidently tives is 
sill there, we can stil exvect new main series Tekken 
‘games, only perhaps subsidised by tis kind of 
spin-off, And best of a, two decades in, Harada stil 
dreams big. “To create a game which everyone says 

‘Now that is exactly what | have been waiting for 

That is my goa,” he closes, 


TEHHEN: 20 YEARS OF NAMCO’S TEN-HIT WONDER 


‘STREET FIGHTER: THE MOVIE 
(1994) 

mA classic for all the wrong reasons, with 
script written by someone who 

hadnt about the game, 

vl li’ fna role serves up 

the best bits ~"Foryou, the day 

Bison graced your vilage was 


‘the most important day of your 
le" he taunts Chun-Li. But for 
sme, twas Tuesday” 
MORTAL KOMBAT (1995) 
-m Sore ighter-basee movies shy away 
from the hokey nonsense that surrounds 
the game's udcrous canon, but 
‘Mortal Kembat uly embraces 
itand t works. t's still rubbish 
obviously, utin terms of sheer 
fu, the Mortal Kombat movies 
are aang the best examples of 
videogame-based siversereen 
silliness gong 
DOA: DEAD OR ALIVE (2006) 
The only movie here to relly gets source 
material, DO4is a gratuitous 87 
minutes of teen latin thanks to 
sex ladies, but dudes and mere 
sexy ladies squaring offin various 
unsuitable out, Jaime Presely 
kis tae Tina too bad the rest of 
the bunch ae either terribiycast 
orjust terrible by comparison, 
THE KING OF FIGHTERS (2010) 
1m Once again we tur tthe easting 
‘department with a giant question mark over 
‘our heads ~ casting an American dude 2s Ky, 
Maggie @ as Mai and Ray Park 
(aka Star Warsbaddie Darth 
Maul and Toad in X-Men) as 
big boss man Rugal. Were 
surprised they didn't get 
‘Stephen Fry to play Terry 
Bogard, Perhaps he was busy 
TEKKEN (2010) 
sm The characters nonsensical back-stoies 
and reasons for competing in the ton Fist 
shoul make or an awesome movie before 
the fights even start. But 
tirector Dwight H Lite plays 
things abit too straight here 
=thisis far from the worst 
‘movie on this rundown, but 
perhaps the most forgettable, 
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Command & Conquer: 
Red Alert 


PLATFORM: PC, PLAYSTATION « DEVELOPER: WESTWOOD STUDIOS» RELEASED: 


There's a reason Tanya has 
bbeen the star of every entry 
in the Red Alert sub-series of 
Command & Conquer-she 


is a living rule-breaker in real-time 
fegy, undoing entire bases in a 


BIO ‘ 
Bene cn es 7 


explores an alternate history wi 


ees 
see terms, ~ 
the Ales andthe Sovie, both 
Teer tar ore load 
‘ip oe foe ree pene 


and novelty as you run through 
the necessary tech trees, straight 
into the territory of ludicrous sci-fi 
- helped along by daft live-action 
cut-scenes between missions, Red 


Alertcombines spectacle with 
briliantly accessible RTS mechanics < \ a 


sae i i 
a ale 


MORE CLASSIC RED 
ALERT MOMENTS 


PSone — by far 
‘most interesting, 
missions of the game; in 
9p against robotic 
gue, Mon 


amassing al the tank to take o 
curtain-protected monster tanks. A tring three-way bal 
ensues between the Alles, Soviets and Al-governed machines, 


Red Alert's only and best Easter 

Egg: @ series of missions hidden 

away where players have tc 

‘contend 

‘of which attack with elemental 

powers. This is probably th 

hardest part of the game, with 

missions escalating in the numbe ts swarming around your 
and making short work of y ants, in particular, 

can quite easiy total 20 units in one hit, and ae 

than ever in the ant missions, it d 

to nothing by this mysterious foe, The screeching sound effect the 

anis make is rather horrible and alile bit creepy, adding an ar of 

the bizare to the Red Alert experience. 


This s rom the game's opening 
Alles mission, where players 


n they e fu 
and tech, To wine out th 
base atthe end ofthe level a 
squad of sow-moving, deadly cannons 

Stroy every stuctue in a mere matter of hits, Red Alerts 

tts best When you overload enemies with your mo 
‘exotic weaponry — the Alied cruiser is probably the coolest vehicie 
in Command & Conquer’s roster. The simple and brillant sound 
at your enemas 


ofthe game's fundamentals on 

its head: that civllans are cannon 

fodder Instead, thoy't tumed 

into waking nucear bomes and, 

after suffarng a battering from a nearby vilago, youre implored to nd 
smarts and regroup before these everyday fak embarrass 

you. An Alc ih the strongest tech avaiable awaits 

‘you on the other side ofthe map as you fight against outrageous 

‘odds. It.can be done — provided youre able to fend of th 

bystanders who now come armed to the teeth with weapony, 
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Prior ightgun games had 
simply required the player to 
bbe quicker and more accurate 
than the enemy, but Time 
Crisis included a foot pedal 
Which allowed the player to 
dive in and out of cover to 
reload — an incredibly simple 
idea which added a new 

layer of depth to the genre. 
However, the entire game 
took place against the clock, 
adding pressure and ensuring 
that players couldn't be too 
‘mathodical in their approach 
+o blasting the bad guys, Time 
Crisis became a massive hit 

in 1996, ensuring the release 
of a PlayStation conversion as. 
well as a series of sequels, 


[CLASSIC MOMENTS 


‘PLATFORM: ARCADE » DEVELOPER: NAMCO » RELEASED: 15 
he arrival of powerful 3D boards in the Nineties allowed 
arcade game designers to exercise their cinematic skills, 
thanks to the range of camera angles that were now 
easily available, However, many games only employed 

these techniques sparingly in attract m after al, directing 

mn means taking 
rails due %0 ba 


‘The player's ct chard Miler, is runnin 
ight of himself reflected in a miror at the 
corridor, but that’s not al he sees - an enemy guard 
the comer shorty after him and lets off a shot, nan 
‘missing Millor and shatcaring the mitre in front of him, 
then swings around, allowing the player to shoot the ener 
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MORE CLASSIC 
TIME CRISIS MOMENT: 


n the background explodes 
lluminato the area 
23, but it makes a huge impact. 


aang bumper 
Unfriendly dialogue 
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Lylat V Wars 


PLATFORM: Nis» DEVELOPER: NNTENDO RELEASED 197 


he most iconie part of Lylat Wars outside of its main cast 


of anthropomorphic sci-fi heroes is surely the bizarre, but 
brilliant idea that the last boss is a floating gorilla head. 
The final scrap with Andross, whi tainly a steo up in 
om any of the preceding levels, varies depending on which of 
branching narrative ro more difficult 
‘one ends with Andros transforming into rm, a disgusting 
siant bran, and climaxes with you performing a daring Return Of The 
Jedl-style escape trom danger 
But all routes end with an assault on this giant gorila head, which 
is animated so a is so impressive, 
ror 9 Lyi Wars. 
ed 
bile 


BIO 


Known as Star Fox 64 
‘everywhere else but Europe 
apparently due to a possible 
copyright dispute over the 
name ‘StarVox’ in Germany — 
according to developer Dylan 
Cuthbert, this sequel to Star 
Foxon SNES had a weird 
journey to completion. You 
probably know the story of 
Star Fox 2, the scrapped 
SNES sequel, which debuted 
‘the multi-route structure that 
‘eventually surfaced in Lylat 
Wars—some of the content 
made it into this N64 title, but 
the majority of Star Fox 64 
was original. Being skilful 
allowed the player to unlock 
‘new paths through the story; 
‘an undoubtedly forward: 
thinking idea in an energetic 
arcade shooter. 
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MORE CLASSIC LYLAT 
WARS MOMENTS 


Another path 


Lyfat Wars teaves it 


els offered by the 

story, and the fist time that 

happens pretty da 

‘excting — creumnavigating a few 
ight clits leads Falco to tak 
through a 

Thisis 

peel off eac 


Starwolf showdown 


station 
Lyfat Wars 


Star Wars 


Ground assault 
sing departure from 


Spportunity to drive a 
landmaster during the Macbeth 
and Titania levels, puting you 
fon ground 


ig armoured train 
ny stil fy by An 


t's easiy one of the 
i 


a 


lar, that's taken fut 
he te 
through ths hi 
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he seventies actually 

represents an intorosting 

period in time for video 

arcade games. One of ‘mecca of the cain industry, as you could 


growth and pending destruction. A possibly be. Second, they'd have to 
decade that was simultaneously a convince an established coin company 
generator of crcl mass for the new to take a chanae on it. The industry at 
medium while also wreaking total that time was domineted by companies 
havok on the long established con that had already been around for 
entertainment industy decades lke Wikams, Gotieb, Baly and 


‘The seed for this world influencing Chicago Coin, 
‘event had begun in 1989 when two The games they were pumping out 
office mates and friends at audio giant had been mainly pinball and gun based, 
‘Ampex decidad to pursue the one's though over the Sixties more specialised 
Vision of marrying computer technology _electro-mechanical (EM) games had 
and arcade gaming. Nolan Bushell gained popularty. Games based on 

and Ted Dabney started to ceate Simulations whose subjects would 


Video arcacle game based on an earfer become popular as videogames almost 
‘computer game the two witnessed at _ decade later. Ed Logg, creator of 
‘Stanford calod Spacewar! such videogame classics as Asteroids, 
You have to understand what a Centipede and Gauntet remembers his 
novel not naive concopt this Was, that first exposure to theso games: “Tho 
‘two guys could come in and create an first ime | played a coin-operated game 
entely new entertainment medium was at the Berkelay Student Union. It 
let alone to hope that it would gain was a game where you tried to shoot 
any traction inthe aiready established down bombers whicn appeared over the 
coin industry. First, they were out in horizon, It wasn't a videogame because 
CCaffornia. This wes @ locaton about asthe planes appeared to be on a rotating 
far away from Chicago, the established piece of screen. There wes @ pattern 
0 | could play the game for as long as 
Iwanted” 
mer There was also the uphill battle 
of the stigma arcades had in a lot of 
communities as a hotbed for raucous. 
teenagers or in some cases organised 
‘enme and gambling. As Pong creator Al 
‘Alcorn relates, "My earliest memories 
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(4My earliest memories of arcades were 
of shadowy places where naughty things 
might happen 99 


ay read ues did 
alse merapacesa 
‘sofa Rae hey 
Shading eps sen 
‘ners ban 


AL Alcorn 


of arcades were of shadowy places 
‘where naughty things might happen, 
Bosides the usual pinball machines 
and love" testers there were movie 
‘machines that showed graphic movies. 
‘At Piaylnd at the beach there was the 
scination arcade, which was grey 
‘area gambing. These places were not 
for family entertainment. 

Bushnell and Dabney’ initial goal 
‘was to star. a videogame engineering 
firm, researching and creating games 
to license tothe big coin companies to 
produca. If youre asking why they ware 
‘engineoring firms’, it's because the early 
arcade videogames were nat coded 
they di’t have 2 microprocessor. 
Rather they were what’s called ‘state 
machines’ a grouping of electronic 
Ccreuls that carried out varous functions 
based on the input —in this case the 
{game's controls, You'd have one circuit 


"The naar ota prety Pogeatinrton be 
nvr Ths angular eegn oa arly conren, 


{0 put an object on the soreen, another 
tomove them, another to detect a hit, 
and 50 on. 

They lucked out however, and 
found the one coin-op company based 
in California; Nutting Associates. 
‘Something of an upstart itself, Nutting 
had been formed by Bill Nuting efter 
creating an EM-based cuiz game called 
Computer Quiz with his brotrer Dave 
Nutting. Their inital partnership had 
‘quickly fizzled and Bil startod Nutting 
Associates in Califomia to sell tne game 
while Dave started Nutting Industries 
in Milwaukee, Wisconsin to sal his 
version. Releasing a string of similar 
games and recently fring most of his 
engineering sta, Bil was looking for 
a new game to keep the momentum 
going, He got the new game in 
Bushnell and Dabney’s proposal plus 
a naw enginoer out ofthe deal as well 


' Uta a gd dwn levine sae bear 
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WHEN ARCADES RULED THE WORLD 


as Bushnell lft Ampex to join Nutting 
{folowed by Ted close to a year later 
Bushnell and Tea's deal was for Nutting 
to fcense the game for manufacturing, 
‘but they'd do all development on 

their own time (working after hours at 
Nutting and at Ted's house!) 

By August of 1971 they were testing 
their prototype at a local college bar 
called the Dutch Goose to great results 
The following month, as Bll Pts was: 
instaling his Galaxy Game (which 
uses an actual full DEC minicomputer 
running Spacewar! code} at the 
Stanford Student Union they found 
the results at their subsequent test 
Jocations far less promising. It tuned 
‘out the students at Dutch Goose were 
mainly students pursuing degrees in 
‘engineering, physics, and computers 
‘Stepping out of that comfort zone of 
technical professionalism meant that, 
‘the patrons at cther locations wore 
entirely confused by the gameplay, 
controls and overal presentation. > 
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D> infact this was when the duo 
learned that presentation across 
the board was just as important | 
to its success, something the big 
bboys of the coin industry already 
knew. Bushnell countered with 2 
slick new futuristic design and 
‘somewhat clearer control scheme. 
A package that actualy caught the 
attention of everyone when they 
showed it off in Nutting’s booth 
at the main trade show of the era, 
the Music Operators of America 
ln Chicago. The automated music | 
industry ~jukeboxes —was actually | 
the dominant force in co-operated 
entertainment at the time, with 
arcade games being a subset. By the 
mid Seventies the snow would change 
it's name to the Amusement and Music 
Operators of America thanks in no 
small part to the rising dominance of 
the coin amusement industry thanks to 
arcade videogames. 

Don't expect the type of astonished 
hoopla thet the Apple II generated 
during its debut at the West Coast 
Computer Faire six years later though, 
The common questions Bushnell 
and Dabney got were “Isn't this ust 
a novelty?” or “Isn't it expensive 10 
broadcast?" yes, some thought that 
‘because there was a televison inside 
that the picture of the game was being 
broadcast), Regardless, contrary to 
‘some modern retalings of the story, 
their game inamed Computer Space 


Though largely 
unknown to many, 
Jeff Bell is uniquel 
experienced to 
comment on the Video 
wee ae jame ei 
industry. Startin 

in nary i974 
at Atari Inc, he 
remained in the 


apple 
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avout arcade game falitime. local] 


‘Spar shop. 


When did you first v 
experience videogames 
and how did you get 

involved with Atari and 


Us and was just a 
into the h 
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*Seramble\sry 
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competion of who coud the fist to complete ailibe 


eval. have many great memores playing Scramble 


| een to this day, and now my as enoy saying to!” 


bby Bal Nutting) went on to sell what is 
considered a decent average run for an 
arcade game at the time ~ enough that 
the medium was considered viable. 
Bushnell and Dabney famousty left 
Nutting the folowing year to formally 
stat their engineeting firm Syzygy 
‘Company, onty to have it grow into 
the future industry juggemaut Atari ine 
thanks to a game developed by their 
first engineer, Al Alcom, Pong started 
off asa starter exercise for Acorn only 


Cit wasn’t a videog 


fé 


| 


{ ipso 


to tum into lesson for the entire 
coin amusamant industry, With 
simple gamaplay and contros, the 
cabinet developed by Dabney also 
featured a philosophy he and Nolan 
__| had leemed during their Computer 
Space days. “Nolan was careful 
to have Pong look very understated so 
a not to offend women or families 
We wanted to stay away from the gity 
{side art) that were on many pinball 
‘machines, " states Aleom. Pongis what 
rove the industry to take notice of the 
new medium, and a quick expansion as 
new companies sprung up everywhere 
with their own versions of the game. 
‘Once the big boys jumped on board as 
well and demand at established coin 
istibutors grew across the globe, 


jame because the 


planes appeared to be on a rotating 
piece of screen 99 
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ARCADE INITIATION 


nt to do 
games). It 
thing | had 


arcade games so in November one 


ty on? 
in late 1972 | had just 


for a job at T 
ut 
pital for health 


3s the coolest 
I got out of the he 


‘What jumps out about 
video areade games in 
the Seventies era for 
you compared to the 
of my 
In 197274, 
people what a videogam 
as. By 1976 that had 


ee 


yo had to explain 


industry until 2003 
when Midway Games 
shut down what 

was left of Atari's 


coin operations 
after exiting the coin 
industry in 2001 


issues when my friend. 
Keith Lafever came over 

to my house and excitedly 
said "You've gotta see this! 


nnyvale Bi 
was a Computer Space 
pout the 

fo my name in that ma 
itwas my first coin-op 


their game 
coming up. got ¢ 

of the hospital it tumed aut 
ail my friends 
there at Syzygy. | went in 


vere working 


ift 
hing | became the third 


Pong inspector 


explein 


Can you elaborate on the 
last two statements? 


arcade space gradually became a fight 
of old technology and naw as owners 
stocked both and the major companies 
Continued to produce bath. Infact for 
‘much of the Seventies pinvall machines 
and Video arcade machines were neck 
and neck in popularity and earnings, 


race that was 
Understandable, as video 
arcade games were stl 
in such a primorcal stato 
Every new game was some new feat, 
especially since they were stil being 
cteated purely through engineering, 
Colour came early on, thenks to Alar’s 
Cyan research lab in Grass Valley 
that developed an alternate fll color 
version of Gotcha that Atari released 
in October 1973. Animated charactors 
‘were introduced by Ramtek’s Baseball 
in 1974 as the industry moved to make 
‘more detaled and interesting games 
beyond simple ball and paddle criven 
games, 1976 saw the intro of giant 
‘multiplayer games ike Indy 800 and 
the continuation of the expansion of 
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gaming ideas, including a variety of 
dhiving and war games. However, it was 
‘one technological advancement in video 
arcade games that made the biggest 
splash that year: the adcition 
of microprocessors. 

Al the major arcade companies 
had already begun excloring adding 
microprocessors to pinball machines. 
during 1974, end by eary 1976 that had 
‘extended into video arcade games; 
Lead by Cyan at Atari and Dave Nutting 
Associates (yes, that Dave Nutting) that 
‘was now affliated with Bally/Micway, 
Dave Nutting’s project ~ transferring 
the Taito-loensad Westem Gun into a 
microprocessor driven game — was first 
in November 1975. That was (almost 
ironicaly) folowed by AtarKee's Quiz 
Show quiz game in Apri 1976 at the 
same time they were debuting one of 
the last of ther big non-microprocessor 
games, Breakout 

Even with al this advancement of 
videogames in the coin industry, video 
arcade games wore stil ust more of a 
curiosity in the pubic consciousness. 


It really wasn't until this mid-Seventies 
period and the arrival ofthe inexpensive 
‘TWtennis home game systems lke 
‘Azan's Home Pong and Magnavox's 
Odyssey 100 and 200 that public 
awareness really bogan to take off 
Certainly video arcade games had 
‘been making appearances in film and 
television sinee the early Seventies 
(the frst weltknown one being 
‘Computer Space's appearance in 
1872's Soylent Green. But now with 
the buzz generated by home games, 
the appearances in those entertainment 
mediums became more frequent 

The real growth of video arcade 
‘games though, both as the dominant 
foros in the coin industry and as a 
‘popular form of entertainment in general 
started inthe latter part of the Seventies, 
‘A result of what was realy a perfect 
storm of reasons, driven by the uniquely 
timed appearance of a very popular 
movie combined with a comucopia of 
‘mieropracessor driven devices along 
‘with some very popular video arcade 
‘games being released. From a pop 
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+lbveaeEevomecharicl anes pred via games 
bite wate lomng theatre esp oh later 


culture perspective, the late Seventies 
was an explosion of high-tech interest 
by the publi, arguably fueled by the 
197 rolease of tha film Star Wars. 
Demand for electronic dven consumer 
eviees, gadgets and entertainment 
‘soemed io skyrocket and in the arcades 
videogames were poised to fulfil a kid's 
demand to lve their own space battle- 
civen fantasy, 

‘The game which lead the charge 
to feed that hunger, and became a 
‘phenomenon of ts own during the 
‘process, was Spaco Invaders Created by 
the same person behind Tato's Western 
(Gun, Tomohiro Nishikado, in 1978 it took 
Japan by storm and soon after the rest 
of the word, Games ike Excy's Star Fre 
‘brought the literal Star Wars experience 
to the arcade, but twas the further 
‘exreme popularity of 1979 space shooter 
games Ike Namco/IMidway's Galaxan 
and Ataf's Astoroids and their over 
increasing game technology that gave a 
taste of what was in store forthe Eighties 
‘while providing a thrst for more, 

It took eignt years forthe beginning 
cof the dominance of videogames in the 
coin industry to come about, however 
1872 was really when the demand for 


"Ace ait cembatthr wae 
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the engaging medium skyrocketed, 
Many non-traditional locations (family 
restaurants, doctors ofices, gas 
stations, otc} suddenly started operating 
the computer-driven machines there, 
and fora kid it seemed everywnare 
you'd go there was an opportunity for 
you to ask your parents fora quarter (or 
2 ten pence piece in the UK to play a 
‘game. It would aso set up a time when 
dominant its were frst released as 


coin-op machines and later ported to 
home versions, something that would 
last unti the ma Eighties. 
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£ { the Seventies had been a the likes of Space Invadiors pubisher 
time of experimental invention Tato, Nintendo, Konami, Namco and 
industry, the Eighties was the Atari, Willams Electronies, Stern, Baty/ 
decade in which it blossomed with Midway and Ex. 
innovation, ushering in the so-called “I: was gold rush,” says Exedy 
Golden Age of arcade games. programmer Ken Nicholson, “Anything 
Itwas the time when full formed witha sereen ata pizza pariour would 
da videogames st appeared,” sys cote up arto Atha fctr 
oe Celebrated acade designer Eugene was the eval and growth of 
2OP7:- "coh tomanestabirk _mrroessr eles th 8080 and 
in gait $ereen to incredibly crafted games £6502, game development was based on 
{a ‘uleashed a mania of hundreds of ‘much simple loge. Inthe early Eighties 
ht! 3 c0! m rmilions of crazed players worldwide ccain-op games from Japan started to 
ig of C0. fro! ost that ai et ened ct ose a PaRUN WR NES 


di “ah mo" an new fangled videos. Since so few Lunappeaing to US game payers for 
(tite nsi9, the | be aces se as ae: astro os eae 


mu gain int? de to chara, maze shooters, fohtng, an hey hada pce advantage.” 


driving games... The excitement of “The Japanese developers played a 
seeing the birth of such a comucopia huge role in creating many megaites 


of original tes was ting to payers." ofthe ora," aarvts Eugene. “Although 
New games were appoatng so videogames originated inthe US, as soon 
‘ost in amusement parours in the as they were popularised, many of the big 
period from 1980 to 1983 that twas innovations came ffer Japan. Different 
hard to keep tack ofa the goodies _ styles of pla evolved in the East 
= Batlezone, Missile Command and West. They were very dominant 
Pac-Man, Defender Frogger, Tempest in charactor, mazo, shooting and diving 
and Donkey Kongo name just genres, and were highly influentalin the 
handful twas the decade that saw bith of igrting games, Many Japaneso 
the azpearance ofthe frst LaserO'se developers, strongly nfluencoa by 
game, Dragon's Lar, spectacuiar cormop anime culture, emphasisod charactor 
cabinets Iho Spy Hunter, Star Wars, dovoloprnont, hand-drawn animation and 
(utftun and Space Harton the backgrounds, and @ mare datermsvstic, 
first arcade game with 3D palygon sorted, pattor-type play as in Space 
graphics, |. Robot andthe ise of ‘Invaders, Galvan and Pac-Man” 
companies ike Caocor and SNK "American designs reflected a 
Behind the burgeoning cabinet programmer centre design culture, 
rosters of the arcade operators lay emphasising algorthmic generation of 
an East vorsus West power struggle bacegrounds and enemy dissatch, There 
between North American and ‘was an emphasis on random-event 
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sameniay features inpnbal games for teaateraminam | 
‘Ne’ and Wars, and this eary ncstry 57H 
‘experience was to beco 
nfvenca i the 
ties, Detendor 
“Pinball was a geat traning round 
ho tos us. “Audio was especaly 
$0 much dea tme where the balls 
cling around the playfield, nt hitting 
any targets. B 
used to generate nereesed tension 
and excitement as game approached 
A cimactc event. My pinbal sounds gan, 
‘work eed tothe creation of many of seg ation 
the amazing sythosied sounds for em 
Defender, Robatron and other games in | 
the cassie era at Wiliams.” The format 


ound sounds were 
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“My favourite arcade game was the cellent ae 
jenot leon strips onthe fl 
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SW screantke Space invaders 
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of the vaditional pinball table 
\was also a source of inspiration 
for other game manufacturers. 
“Games such as Broakout and 
‘Space Invaders adopted the 
‘basic human versus machine 
pinball game style - three balls (or 
ives) per game, and the ability to win 
‘an extra bal if} with a high scoring 
achievement,” Eugene explains, "So i 
was a natural transition 0 move from 
ppniall to video. 

Defender’ dazzing, pyrotechnic 
Visuals and bistenng sound effect took 
arcades by storm, and ts freeflowng, 
‘multe-<irectional gameplay represented @ 
Konami's Scramble, 
The aural delights 
cof Wiliams arcade games became a 
Signature of Eighties arcades, along with 
Pac-Mar's distinctive wakka-wakka, 
Borzerk’s roboric speech and the ingles 
and cigttsed movie quotes from Atar’s 
‘Star Wars cabinet. Willams also had one 
ofthe first two-player cooperative arcade 
tiles with sureal physics-based flap 
‘em-up Joust. "This was one ofthe first 
ideas | had on the game,” says designer 
John Newcomer. If t coud be designed 
‘or wo players to compete or cooperate 
‘Simultaneously it meant two coins would 
‘90:n the machine at the same time 

‘Coin-op games atthe time were 
al single payer, except Ward Of Wor 
‘and Space Wars, which was a deed 
game by this point, My hope was that 
Joust would be a step towards makin 
two-player take off n subsequent games. 
Unforunataly, people did nat go for 
the two-player feature. It helped the 
ceash box a bit, but the vast maonty of 
plays were sil single-player.” But while 
‘Joust was the excection tothe norm in 
1982, it paved the way for later Eighties 
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‘multiplayer coin-ops lke Gauntlet, Bubble 
Bobble, Salamander and Double Dragan, 


esigner of Obert Warren 

Davis tememoers, "| 

probably played gemes in 

bars more than in arcades, 
and you would know whal games the bar 
had. So when you wert back and they 
had a new game, twas a bg deal, You'd 
check it cut, maybe watch other people 
play and then decide if you wanted to risk 
‘ane of your awn quarters ont. 

‘Willams seemed to have the most 
intense game experiences. | wasn't 
particulary a fan, but | admired the sk 
€@ person hed to have to master their 
games. My favorite Willams game was 
probably Joust. Whe knew | would later 
get to program Joust 2” | liked Dig Dug 
and tha Star Wars vector game fram 
Atari, Berzerk from Stem, Pac-Man 
and Tron from Bally/Midway. | always 
thought Wiliams pushed the envelope 


41 always thought Williams pushed 
the envelope in terms of graphics 
with Joust and Sinistar 99 
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hile the Nineties 
‘would prove to 
be atime of great 
change in the 


arcade industry, you wouldn't have 
known it to look at the early years of 
the decade. 
Sctoling beat‘em-ups, popularised 
in the Eighties, continued to prove 
popular with audiences. Konami 
dolvered a string of licansed hits, from 
The Simpsons 0 X-Men. Taito was sil 
introducing new Space invaders games 
to market, with Super Space Invaders 
‘81 making its debut. At Wiliams 
Electronics, a young Mark Turmell was 
working to revive an Eighties hi. “I 
joned Willams Electronics with the 
sole purpose of reviving the dua-stick 
Control, and told them so during my 
interview process,” remembers Mark, 
who was as thriled by the power of 
arcade hardware as the players. “| had 
bbeen doing Atari VCS cartidge-based 
‘games, where you only had a few 
Sprites that could be on the screen, $0 
this was an amazing advance for me. In 
the first few days | kept turning on more 
‘and more objects on the soreen 
iting toward the player, and 
was mesmerzed by the power." 
‘Smash TV was a game that 
typitiod the arcade experience, 
with fast action, amazing amounts 
‘of carnage and huge bosses. 
However it wasnt the success 


that its developers hadi hoped for, 
“Smash TV won some arcade awards, 
and had decont success at that level, 
but it was tila disappointment to me 
terms of sales and cash box colection 
confides Mark. While Mark woul 
‘eventually go on to huge success with 
NBA Jam a few years later, Smash TV's 
situation was one that was mirored 
207085 the industry ~@ quick look atthe 
arcade releases of 1280 wil show you 
a lat of good games, but sold releases 
rather than enormous hits. Even the 
likes of Sega's G-Loe, housed in the 
awesome fully rotating R360 cabinet, 
were old expences dressed up with 
new hardware, 

But the first signs that the winds 
of change were blowing carve with 
the fist enomous hit ofthe decade. 
Tho original Sttot Fighter had done 
reasonable business for Capcom in the 
Eightes, but the aval of ts sequal 
in 1991 quickly relegated it toa mere 
footnote in the history books. Street 
Fighter I's colourful cast of international 
martial artists and sublime gameplay 
qikly endoared it to milions of gamers 
werldwide, The game would prove 
responsible forthe rse ofthe one-on- 
‘one fighting genre, and is often credited 
with renewing interest n arcade games 
during the early part of the decade 
Previous arcade games had often 
focused on co-operative pay or indirect 
competition for high scores, but Steet 
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Fightor I's key appeal was in standing 
‘next to your opponent as you bested 
them, a factor which paved the way 
for both the game and the wider genre 
to become popuiar in tournament play, 
Laterin 1981 SNK released Fatal Fury 

a one-on-one fighting game directed by 
‘Takashi Nishyarra, a former Capeom 
‘employee who had served as the 
director of the orginal StrootFightor As 
the two companies became increasingly 
prolific the genre, a rvary developed 
‘which would lst for the remainder of 
the decade. 

‘As well as providing a business boost, 
the beat ‘em-up sensation produced 
‘controversy, While the Bkes of Street 
Fightor I and Fatal Fury had been 
Violent, they were never gory. Mortal 
Kombat qcky changed that. Though 


|| 641 joined Williams with 
the purpose of revivin 


the dual-stick control 


Mark Turmelt 


it wasn't the fist game to feature 
‘sprites cigised from human, 
actors — they were introduced in 
‘the early Eighties and ponularsed 
by Pit Fighterin 1980 - the 
combination ofthe graphical 
approach with a high level of 
violence and gore caused a major 
‘mora panic inthe way thatthe 
cartoonish ikes of Time Killers never 
‘could, Mortal Kombat would go on to 
bbe one of the key tes in the 1993 US 
Senate hearings on videogame violence, 
‘though largely due to its appearence 
‘on home consoles. However, the 
Amusement and Music Operator's 
Associaton was represented at the 
hearings and, along with the American 
‘Amusement Machine Association, 
<roated a parental advisory system 
the folowing year. This dh stop the 
release of Mortal Kombat I nor ether 
‘gory fighters that appeared in 1994 
such as Bloodstorm and Kiler Instinct 
but applied a colour-coded rating tothe: 
cabinet for al to see. 
‘Around this tine, the demise 
‘of an old technology 
‘became apparent 
Laseraisc 
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games, which had set new graphical 
standards when intodvced in the 
Eighties, stl seamed to be song in the 
carly Ninotes. American Laser Gamos 
released Mad Dog McCroe in 1990, and 
1p 1991 Soga brought Time Traveler to 
market in an innovative cabinet which 
sed a mior to create th ilusion of 
holographic projection. But by 1994, 

the final Laserdisc games had left the 
production nes, including Aten Games's 
Cops and American Laser Games's Fast 
Draw Showdown. 

But while old technologies fol by the 
wayside, others rose to prominence, 
Polygonal 3D games began to hit their 
stride in the early Nineties while they 
had existed since the Eighties, the 
arrival of Sega's Virtua Racing n 1992 
would kickoff a technological arms race 
The game's high polygon count was 
achieved with the Model 1 arcade board, 
a joint develooment with Genoral Electric 
‘Aerospace. The board would only host 
‘anothor five games, including Star Wars 
Arcade and the orginal Vitua Fighter as 
‘Sega had its sights set on the next big 
advance — but crucial, so die Namco 
‘The company introduced the System 22, 
board in 1993 with Fge Racer, the first 
ever 3D racing game to employ texture 
‘mapping, which enabled a greatly 
‘enhanced sense of realism over the fat 
coloured polygons that had gone befor. 
‘Saga shot back with Daytona USA on 
‘Model 2 just montns later. But while 
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D games were becoming increasingly 
popular, they were very expansive 

for developers as well as operators, 
‘ensuring that 3D games didn't become 
tho dominant force in the industry for 
‘some time, Indeed, huge fim properties 
lke Jurassic Park wara stl boing given 
sprite-based treatments. But by 1996 
both Sega and Nameo had transitioned 
to releasing 2D games, having learned 
to explo their boards to the fullest. The 
rivalry between the two companies 
produced some of the biggest hits of 
the decade - Nameo's System Super 22 
‘was the technology behind Time Crisis, 
Prop Cyclo and Alpine Racer, while 
‘Sega's Model 2 senes ran Virtua Cop, 
‘Sega Raly and The House Of The Dead. 


hile this wes going 
on, home consoles 
were rapidly catching 
up to arcade 
tochnoogy, Nameo's PlayStation 
‘conversion of Ridge Razer wasn't arcade 
perfect, but it was close enough not to 
‘matter gready ~2 fact which opened the 
arcades up to bosrds based on home 
console hardware as a budget option. 
‘The lower power cd't necessanly 
equate to a lower profile, though 
Namco's PlayStation-based System 
12 board hosted the Ikes of Tekken, 
while Sega's Saturn basad ST-V gave 
us Die Hard Arcade. Atari Games even 
{got in on the act by licensing the Atan 
Corporation's Jaguar hardware for Area 
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1 and Maximum Force 
‘These cheaper boards were very 
atvactive to developers too — particularly 
‘those who weren't able to stump up 

the research and development budgot 
‘needed to take on Sega and Namco. 
‘Manufacturers like Kona and Atari 
Games were stil producing custom 
high-end boards to power releases such 
{8 GT Club and San Francisco Rush, but 
‘thers such as Capcom and Taito simply 
refed on their own PlayStation varants for 
thei 3D releases. Other developers cin't 
‘make the leap atall rem left the arcade 
‘market behind in 1984 duo t poor sales, 
folowed by Dara East in 1996, SNK 
found tha tration o 3D afficult aftr 
ralying on the 2D power of the Neo Geo 
for so long —when the Hyper Neo Geo 
64 arrived in 1997 it was expensive and 
behind the cuve graphicaly, causing it to 
die @ premature death 


itwasnt just the developers 
tugging to keep up, The pace at 

‘which technology was advancing meant 
that operators necded oivest 

heavily in new mactines to 

ay elevertn the Nineties, 

‘Adeitonaly, mejor atrations 

had become important o operators, 

but they came with aproe, Deceated 
cabinets with unique contol methods 
tke Prop Cyol, Wave Runners and Rapid 
Fiver were grat for crewing customers, 
but couldnt be upgraded with new kts 
lke ightgun or racing eabnets could, 
leacng to stagnatngine-ups later down 
the tne. neitably these costs were 
passedi onto payers ~the price ofa 
‘tect would creep up over the course of 
the decade before setting around £1 for 
ew roeases. 

I's ionic then that one ofthe great 
‘tends of late Nineties arcade gaming 
boogan with a small cabinet with low 
‘rephical power ~ Beatmania. Konam’s 
1997 release saw payers sping a 
turntable an hitting buttons ona keypad 
tomatch the notes cropping down the 
screen —a simple concept, but one 
‘which hooked thousands of gamers and 
has seen over 40 arcado roleases 
date, Konan, realsing that had ait on 
is hands, quickly broadened the concopt 
beyond the Dy simulator to other music 
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sega opens 
Sega Werldinthe 
Lendon Trocadero, 
combining 
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attractions with 
Sxfoors of areade 


games. 


1997 


Beatmania 
launches in 
Japan the fst of 
Konar’s many 
popular masie 
games. 


1999 


Buri One 
launches in Japa, 
becoming the final 
release for SNK 
short-lived Hyper 
NeoGeo 6k board 
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‘based games, introducing the simlary While music games were 

pivfic Dance Dance Revoluionin 1988, ascending, other genres dit 

thon Guitar Feats and DrumManain fare so wol, Dospta tho high quality of 
1998. Other developers were taking releases ike Spkeout, scroling beat‘cmy- 
notice, to —by 1999 Sega had given us were hard to come by towers the 
Us the maraca-shaking favourite Samba end ofthe Nineties, n pat due to the 
De Amigo, Namco had introduced the ficulties faced by developers during the 
Tako No Tatsyjincruiring series and vansion 0 3. Tadional shoot ems 
“Andamiro had invoduced Pump ItUp,a had aso largely been confined to pen, 
dancing series to rival Konami's Dance whether 2D or. The advances in 
Dance Revolution These games would console tecmnology meant hat players 


intaly become popuiarn Japan, bur were concerrating on tha gamas which 
some canny localisation saw Danco they couldn't get at home —and operators 
Dance Revolution become a wordwide responded with ther purchases, a fact 
hitlalbet under tre name Dancing related inthe ts of heer, While the 
‘Stage, in Europe}. ‘kes of Crazy Taxi and Hydro Thunder 
might have received excellent home 


conversions later on it was hard to beat 
having a steering whee! and pedals. 

By tho ond of the Nineties, arcados 
had lost their edge over mass-market 
home consoles, some major companies 
had fallen by the wayside and operators 
‘were feeling the pinch, But with the 
‘music game boom buoying the industry 
and hits stil arving in other genres, the 
‘outlook for the new millennium was 
‘good, OF course over a decarle on, we 
know better — which brings us to the 
cconciucing part of our arcade history 
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he strength of arcade 
‘games has always been 
their ability to offer 

entertainment that you 


‘technological boundaries of games 
began to change. 

‘Sega's primary arcade board was the 
NAOMI, essentally an arcade version 
lof the Dreameast, while Namco slowly 
shifted towards the PlayStation 2-based 
System 246, For the first timo over, 
the technology atthe top of both home 
{and arcade markets was the same, and 
dedicated arcades struggled as hardcore 
‘gamers looked elsewhere 

‘The number of arcades operating 
in the USA had slumped trom 10,000 
during the Nineties boom to just 3.000, 
‘As business conditons worsened, 
‘companies began to ext the market 
Midway closed its arcade operations. 
in the eariy part of the decade in order 
to concentrate on the home marker, 

taking with it the recently absorbed 
‘Atari Games. In Jaan, SNK‘s failing 
finances allowed it to be bought by 

.. Aruze, @ pachinko manufacturer 

that stripped the Neo Geo 
manufacturer's assets and alowed it 
to become bankrupt. But while theso 
‘companies disappeared, it's notable 
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that new ones sorang up to replace 
them, "Sometimes you fee! ke 2 total 
dinosaur stuck in a time warp,” says 
Eugene Jarvis, who founded Raw Thlls 
in 2001. “But thon you go to an arcade 
and tap int the enthusiasm of the Kids 
and you get massively jazzed about 
yournext project" Meanwhile, SNK's 
intellectual property was auicky bought 
back by Playmore,@ new company 
formed by SNK founder Eikichi Kawasaki 
tat quickly entored the arcade markat 
though sil fant on the ageing Neo 
Gao harawar, 

In an otro retain the hardcore 
players, arcade manufacturers began 
to mplement new harcware features. 
Virtua Fighter 4popularsed the use of 
memory cards, which alowed layers 
to rack their wins and losses as wel as 
customising their characters, Memory 
cards qucky prolferated across gonves 
rom gun games lke Ghost Squad 10 
music games such as the Beatmania 
IIDX series, and even racing games 
lke Maro Kart Arcade GP However, 
international arcace operators dit adopt 
the cards in huge numbers, mearing that 
theyre stl primary found in the Asin 
‘market. Another major development 
as the ation of online functionality 
to arcado games, Westom roloasos 
suchas the Big Buck seres of hunting 
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‘Where arcade conversions once sold home hardware, in recent 
years you're far more likely to see arcade games using icensed 
products to entice players, While fim licences ike Terminator: 
‘Salvation and Transformers continue ta do big business, youre now 
‘alco likely to see familia names from console and mobile gaming 
appearing inthe arcade. The trend became noticeable around 2005 
while Global VR had been using EA licences such as Need For 
Speed or some time, they were joined by the likes of F-Zero AX and 
Marie Kart Arcade GP takes on popular Nintendo series by Sega 
and Nameo respectively. More recently, popular mabile games such 
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But ultimately, that situation makes 
‘games often feature national high score but one that has required developers 10 BI senso. “The arcade is al about 

‘ables and toumament features, while _aglust their development practices. “The ESE EESEME physicality and human interface,” 
‘onine multilayer is usualy reserved for arcade is a much more casual space,” \ayears ater Eugene tolls us, and when you look 
Japanese games. The poster chid for this Eugene tolls us, “so we have to make estauneh, at the new products to hit the market, 


‘approach is Sega's Border Break, armach a game wider as opposed to deaper, epee the most successful onas hit a number 
combat game thathas generated over and make sure every player has fun and Arcane cade 2 0] 0 5 of his key features ~ "Huge montors, 
£60 milion in sales since ts mtroducton a challenge. We have to go light on the ci eeane alesis Immersive racing cockpits and physical 
back in 2009, ‘punishment, even though itis aways: Square Enix VO lice lihiguns, mation cabinets, 

But the majority of arcade fun to see.a player totaly destroyed! PRCEMAIEEE leaning motorcycles.” No matter how 
‘manufacturers today aren't making ‘The other maior adjustment, at Impressive your home entertainment 
games for the long-departed hardcore least as far as the Western market is SEGRE LE s¥St2M it doesn offer domed screens, 
‘gamer - they're making them for the concemad, has been the marginalisation ES EEEE My | Toving seats or ar jets — and it probably 
poople visiting thome parks, soasido ‘of genres. Music games have suffered never wil. The likes of Mach Storm 
resorts and bowing aleys, Though heavily, thanks to a combination of ‘would lose something in the home, and 
thore are stil dedicated arcades which _rocession-fuolled conservatism and it’s ths fact that ensures that arcade 
‘are running ata profit, the locations thatthe boom (and subsequent decine) games remain in demand, 


have best weathered the storm are US of pepheralbased mus games ONONAE Despite to denshed stats of 
shane fe Dave &Bustrs and GuckE on ore cscs Fe few rusk IOIMPOOHER tne ecedein te bogerpistre of 
Cheese's, where arcade games serve as games were introduced to the UK Ms) December, mixing videogames, Eugene's ambitions remain 
a suplemerar alacionfahor ten mata t 2008's Amusements Trade HIE yg ko bankers hang or 
the main dav: Ts siple change, Exton trator! show, but by BS NEON i: on ast, sade devlners 
mary 2013' European Amusomont and rt doar of eroatng tho next humongous 
A | aming international show the gers Facthe nad PacMan Tecoma 
=, ‘was absent and Konami, the genre's 201 1 Birds that wil catch the world on fr.” 
z major player, was no longer providing Pe“ermul Porhaps in the future, we wil be teling 


y GCit is always fun to see a idea eae ont Wena 
Pei 28 player totally destroyed 99 ome 
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as Temple Run and Doodle Jump have been adapted into hybrid 
products combining videogames and ticket redemption. 

‘The use of home brands provides arcades with name 
value and often proven high quality, but the success ofthe 
conversion depends greatly on the approach taken by the arcade 
‘manufacturer. Konam's Silent Hil and Castlevania games 
were entirely new experiences, hut proved to be heavy-handed 
adaptations that aternpted to wedge both series into the ightgun 
‘shooter template. More successful was the Mario Kart Arcade GP 
‘series, which provided new content and didn't need to veer far 
{rom the design ofthe console games to provide a good arcade 
‘experience, The most prolife company has been Sega, whose 
European arcade team has worked with the likes of Sumo Digital 
and Codemasters ta produce excellent arcade conversions af 
‘Sonic & Sega All-Stars Racing, Virtua Tennis 4 and GRID. 
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THE BEST ARCADE 
In THE LUDRLO 


Funspot arcade in New Hampshire, USA, is a glorious 
reminder of the days when arcades ruled the gaming a 
world. We report from retro gaming heaven & 


— . 


BOB LAWTON 
(OWNER AND FOUNDER OF FUNS! 
pened up he frst 
1952 with his brother ‘ob lawton pats the Bob, fresh from graduating with ‘an operator from over in Concord 

John, who sadly passed awayin hulking after burner 1 degree in chemistry, swapped and the first game he brought us was 

2003 During the boom yarsof cockpit cabinet and, ‘est tubes for golfciubs and buitta | Tank. That one machine took more 

the Eighties, they ran Funspot smiles. “We paid $11,000 | course on the second floor of the than the whole room of nickel and 

arcades across New Hareshire for this in april 1987, which was a | Tarisen building in Weirs Beach, dime games we had, It showed us 

ardeven asa aida lori, hhuge amount of money back then. | New Hampshire, a short walk what videogames were going to do. 
By 1 july that year, ithad paidfor | from Funspot’s current home. In | loved that guy. We stayed with him 

GARY VINCENT itself. People were queuing up to partnership with his brother John, for years!” 

FUNSPOT MANAGER AND ACAM play it!” the pair built up the business over So Funspot rode the videogame 

PRESIDENT Bob, the founder and general the following two decades, adding _| wave from the pioneering Seventies, 

Gary cok summerjob = ‘manager of Funspot, can talk about | rifle galleries, a skee-ballalley and _| through the Golden Age of the 

Funspotin 1981 andnever et. any of the machines in his colossal__| numerous other arcade attractions. | Eighties and into the last real hurrah 

Hewasinstrumeniainereaing arcade - officially named the biggest | Then one day in the mid-Seventies, | of arcade cabinets in the Nineties. 

the museum andhe sl spends in the world by Guinness World inwalked an animated italian, who | And they're all stil here for gamers 

many hours restoring old Records in 2008 as ifit were an old | began gesticulating wildy. to enjoy. Classics ike Robotron and 

cabinets, ead ting hem friend, And Bob has a lot of friends, “He was waving hishands and | Asteroids, obscurities such as Space 

entotheaeade oor ‘Over 600 machines are spread saying, ‘Let me get rid of allthis | Furyand Quantum, monsters ike the 
across three floors and walking junk and put in some good G-Loc full-motion 360 cab and a row 

MIKE STULIR through the building is like 4 ~f games," laughs Bob. “He was | of linked-up Daytona USA machines. 

FORE taking atourthrough the history |p i = 

Mikes ne ofthe many of arcades, You'll spot ancient LA met 


volunteers who devote ther baseball flicker games, electro- A — 
lime to making ACAM such an ‘mechanical machines from the ae 
‘extraordinary place. “wat Sixties, scores of pinball tables. he 
tomake sure these pieces of ‘and even one of those ‘Love 

Arete sheer ht Testor gadgets i 
‘generations to see and enjoy" he There's a whole mini-golt " 


proudly course, too; a sweet nodtothe 
“origins of Funspot. Back in 1952, 
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‘We may be spoilt these days by 
having access to all these titles 
vvia downloads and emulation, but 
nothing beats the thrill of playing your 
favourites on an original cabinet in 
their natural arcade habitat —a habitat 
that has sadly almost vanished. 
“Iwas noticing classic games 
‘were disappearing and arcades were 
disappearing,” explains Gary Vincent, 
general manager and part of the 
Funspot family for over 30 years. “So. 
at a staff meeting in September 1998, 
| asked if| could gather all the older 
games together, like a museum to 
celebrate the history of gaming.” 
Gary's idea slowly evolved into the 
‘American Classic Arcade Museum, 
or ACAM for short, a superlative 
collection of over 300 classic arcade 
games housed on the top floor of 
Funspot. Walking along the aisles 
of cabinets, ad ist 
Death Race, smiling at the Pac-Man 
machine an which Billy Mitchell 
famously (or infamously, if you know 
the back-story) achieved his ‘perfect 
game’ and stopping for a sit-down on 
Buck Rogers is a magical experience. 


Bob Late rg regals is eso Saeco 
‘dR Paul Dury whines am be wend snes 
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Even the lighting, décor and 
background music has been lovingly 
chosen to recreate the arcade as it 
‘was in its Eighties heyday. "It brings 
back memories of when | first started 
here,” says Gary, wistfully. “All the 
sights and sounds | remember from 
my first summer working here in 
1981. It’s kinda cool.” 

“Gary's a visionary," enthuses 
Mike Stulir, who sits on the board of 
directors of the museum. “He can 
recognise good ways to entertain 
‘and inform the public. We have 
‘students from computer development 
programmes use us as a resource, 
One college eliminated one of their 
course textbooks on the basis of 
‘what they could learn from us. Last 
time they visited, they brought three 
busloads of studants to come and find 
‘out about gaming in the old days!” 

Who said learning can't be fun? 
‘Whether you want to explore the 
history of videogaming or simply 
‘enjoy playing all the machines that 
‘consumed your pocket money as a 
child, ACAM is an essential visit for 
retro gamers. I’s open all year round, 
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though you may want to consider 
visiting during its annual International 
Classic Videogame Tournament in 
late May. Now in its 16th year, the 
‘event attracts the cream of arcade 
‘gamers from around the globe, 
meaning you can test your high 
scoring skils against numerous world 
record holders or at least grin as you 
‘spot famous faces from such films as 
King Of Kong and Chasing Ghosts. 
‘When you do get to finally walk 
through the hallowed doors of this 
‘gaming mecea, make sure you check 
‘out the 'Retro Gamer Wall, where 
you'l find past articles on Funspot 
taken from our pages, and then seek 
‘out Bob Lawton himself and say we 
sent you. Despite being in his 80s, 
Bob still opens up the arcade every 
day and always provides a warm 
welcome. "I just love working,” he 
laughs over a beer in the arcade’s 
DA Long tavern, named after his 
grandfather. “My family all work here, 
too. I's my life!” 


For more on this marvellous place, 
‘see wwwfunspotnh.com, 


COMPUTER SPACE 1971 
i Thisis where ral started, 
Inspredy the mainframe game 
‘Spacewar Nolan Bushnell nd 
Ted Oabney created their own 
_Emplfied version, which became 
the fist commercially produced 
cabinet. This sleek eabinet 

looks impressive especialy sat 
opposite Alas Pong 


INDY 4 1976 

i Thsimpasing fourplayer 
racing game greets youalthe 
topof stars asyouenler ALAM 
ardit'sa poignant reminder of 
‘he arcades longhistry twas 
‘he third videogame we got after 
Tankand Seawofand during the 
summer of 197, tas aking 
$140 day" smiles Bo, 


DOMINO MAN 1983 
mAnecelent example of eave 
cabinet design, his game fete 
amoustached balding arti who 
would soon swap his dominoes 
for beer mugsin Tapper One 
‘ofthe many enatans tthe 
Museum sings aca launchin 
January 2000, this one came fom 
Randy Lawien, B 


correct. "This is frm 
that era when manufacturers 
would d anything to make ther 
game stand out remembers 
Gary "tm lotsmore 
tomake it eooked like that ove 
‘hat people went the exira mile 
wth abezare cabinet Uke thie” 


‘SPACE HARRIER 1985 
‘Acompeling reason for why nolbing beats 
playing a game onthe original hardware, 


this full mation eexpt eabint tosses you 
‘trough the Fantasy Zone wih gay abandon, 
Modeled here by Missile Commandehamp 
Teny Temp, whe put his back ut shorty 
siterwards.sthe gameworth the injury? Yes 
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THE HISTORY OF RAMPAGE 


Smashing buildings, 
crushing vehicles and a" 
eating people are activities 
generally reserved for 
gaming's antagonists, 

ut Rampage’s mutated 
monsters never cared 
much for the rules. We 
ate a Fas ha at 3 
the series that let you». ae thistsno earthquake, iach! A 
be the bad guy... LF *\ t humongous hay hand breaks 


intermittent pattern of 


ob, com! You feel your home 
ver violently shaking, the 


through the outside wall of your 
! house and takes hold of you. 
j Whoosh! The sound of air rushing 
past your head is the last thing you 
hear as you're tossed up toward 
‘the sky, only for the inevitable 
force of gravity to take hold and 
plummet you into the mouth of an 
impossibly enormous wolf. 
Ws a pretty grim end, and one of 
the many seen in Rampage. Cars 
are flung into billboards, people 
are kicked across the screen like 
screaming footballs, and heavily 
populated buildings are reduced 
to rubble. This is destruction on a 
massive scale, with body counts to 
rival anything that Hollywood puts 
‘out — and it’s all your doing. Rather 
ff than bringing down the gigantic 
A monsters, your job is to take control 
‘of them. If ever you watched King 
Kong and fett bad for the big beast, 
Rampage represents your chance to 
take revenge. 


How much 
access did you 
have to the 
original game? 
Iwas able to 


D> It'sa theme that has enormous 
cultural resonance thanks to the 
popularity of giant monster movies, 
Which makes it somewhat surprising 
that the idea to exploit the theme 
only came about due to technological 
factors. "Rampage was the result 

‘of my unwillingness to take ‘not 
possible’ for an answer,” explains 
Brian Colin, then an artist at Midway. 
“Our system's foreground resolution 
was higher than any of our arcade 
‘competitors, and our foreground 
sprites could move freely around 

the screen, But our low-resolution 
background images were never 
designed to do anything but provide 
a single static tile page.” 

“During a post Trade Show 
discussion with some of the 
hardware guys, | was told that, unlike 
some other games of the period, 
animated backgrounds were not 
possible with our currant hardware. 
So while discussing the limitations 
of the current game hardware with 
‘some co-workers, t occurred to 
me that our hardware’s annoying 
rectangular block movement 
constraints were ideally suited for 
‘only one thing: a building collapsing 
upon itself. It was only a small 
step from buildings falling down 
to players smashing buildings, to 
giant monsters laying waste to 
entire cities... which was enough to 
convince me that we had a potential 
blockbuster on our hands.” 

‘The power of this premise is well- 
known today, but i's fair to say that 
not everybody was as enthusiastic as 
Brian when the game was pitched, 


get the all the 
UR source code 


fapar rag gece for the original 
‘oye cingCeogehartaen game, which was written in 100 
cut chopper. per cent assembly language. 


Luckily | knew 6502 and 
168000 at the time, so | could 
easily read the 280 code. In 
‘general the only thing that was 
Useful from the code was the 
trajectory code for the thrown 
dynamite and the level layouts. 


“Middle management was skeptical 
about doing a game in which the 
player was the bad guy, and shot the 
‘game down for being too unusual,” 
he recalls. “Again, unwilling to take 
‘no! for an answer, | went directly to 
the office of the new president of 
Bally/Midway (Maury Ferchen) who, 
needless to say, loved the unique 
concept. The green light was given, 
and the game went on to break all 
previous arcade earnings records.” 

‘The premise of Rampage 
was delightfully simple. Taking 
control of George, Lizzie or Ralph 
(respectively a gorilla, a lizard and 
a wolfl, up to three players were 
tasked with punching buildings, 
eating bystanders and crushing the 
puny tanks and helicopters sent 
‘out in the vain hope of halting your 
destruction. Each stage, represented 
as a ‘day’ in the monsters long 
campaign of destruction, required 
all of the buildings on the screen to 
be demolished. 

‘The game's multiplayer aspect 
proved to be the hardest part 


How much of a challenge was 
the Apple Il version? 

The Apple Il version was quite 
the challenge but only because 
of trying to make it fast enough 
torun ont. In the end | wasn't 
completely satisfied by the 
frame rate, but Activision sald 
itwas good enough to ship 
and the businass decision 

‘was made to ship it. took 

‘me about two weeks to hand 
translate all the source code 

from 8086 to 6510 for the Apple 
Il The total time was about 

three Weeks to port my 8086 PC 
game to the Apple 


What benefits did the PC and 
Amiga offer you? 

The PC was the biggest 
challenge, as | had to write 


to get right, “Because people sour 
found themselves playing with eas a 
total strangers who could jin in fsceleantco| 
at any tim it became evident 

tary on that there should be no secret 
‘wrong way’ to play this game. The vane 


biggest challenge from a gameplay $e tweecin! 


standpoint was making sure that the 


‘game felt like a “free-for-all,” recalls sourer 
Brian, "Part of the joy of being a ary roWLNG 
giant monster is that there are no Ee 
rules that apply to you." To properly sna 
convey this sense of chaos, players ia geieyundates bine 

‘were allowed to attack one another Seasonal pi to sserar 


* CONVERTING 
THE CARNAGE 


audio systems, keyboard, 
and several graphics drawing 
systems. Back in those days, 
you had to write 2D biit 

routines for CGA, TGA, EGA 
and VGA. | learned my lesson 
from hand-porting the Apple 
I game and with a friends 
help leared about Lex and 
Yace which were tools to build 
compilers. They can also build 
translators, so we built an 8086 
to 68000 translator in about 
two weeks and 80 per cent 
ofthe code was done. | then 
built the graphies functions 
and audio functions. The 
‘Amiga was sort of a hassle 
because of tha Intuition 
‘operating system. | decided to 
throw it out and go directly to 
hardware, since Intuition was 
unbearably big and unwieldy 
touse. 


Isit true your source code was 

used for the Master System, 

version? How did you fee! 

about that? 

Yes, think it was. | think 

that is great! | recently went 

back to look at some of my 

‘old assembler code and was 

‘amazed how clean and abject 

oriented itis. | also used to 
omment on every single 

line in assembly lang) 

I'm sure the Master System 

programmers were very 

appreciative of that. 


just as readily as 
the targets they 

were meant to 
destroy, which 
created interesting 
multiplayer dynamics. 
“Some players played 
cooperatively, some 
competitively, some gleefully 
‘switched from one gameplay 

style to the other depending on 

the situation.” 

‘There was more going on in the 
game, too. Civilian vehicles never 
needed to be crushed - but you 
could certainly do it. The train in 
particular was a favourite, as players 
could play train tennis, kicking it back 
and forth betwaen each other. "The 
‘chaos worked in our favour, from 
a gameplay standpoint,” explains 
Brian. “We didn't have to unleash a 
frustrating, impossible-to-beat super 
boss on the players... the tiny litle 
bullets and the player's own clumsy 
mistakes would eventually bring 
them down." 


ampage was a major 
sucsess upon its release in 
1986, to the point that one 
arcade in which the game 
was tested actually asked forit to 
be removed due to the enormous 
crowds surrounding it. The game 
was widely converted, receiving 
versions fora range of systems from 
the ageing Atari 2600 through to 
the 16-bit computers. Our picks of 
the ports include the ZX Spectrum, 
Lynx, Master System and Amiga 
versions, With such success you'd 
image that a sequel was inevitable, 
but while Rampage did eventually 
receive one, it took a rather long 
time for itto arrive 


followed the release of 
Rampage, Midway was 
acquired by Williams 
Electronics and only 
two of its staff members 
1 


In the years that 


remained - Brian and, 
programmer Jeff Nauman, 
‘The two friends loft Midway after 

2 few years and formed Game 

Refuge, developing games such 
‘as General Chaos, but never broke 
‘contact with their former employer. 
Rampage World Tour was born 
during a visit to Midway's offices, 
a8 Brian explains: “one of the senior 
‘executives began complaining that 
they had no games that appealed to a 
"proader demographic’. They had the 
adolescent male covered, he said, but 
what they needed was ‘something 
that appealed to everyone else...”" 
‘The answer was obvious to Brian and 
Jeff—a new Rampage was needed. 
For the rest of us, it might need a 
little more explanation. 

“Rampage had a much broader 
demographic appeal than other 
games of the day,” Brian tells us. 
"The cartoon violence and tongue- 
in-cheek humour gave it a universal 
‘appeal. Little kids could play 
alongside teenagers, adults could 
play with their kids, and even (gasp) 
girls could and would jump on and 
pummel their annoying brothers and 
boyfriends.” Preserving that sense 
‘of humour was key, which resulted 
inthe cartoonish characters with a 
claymation-esque appearance. 

This tims around, the wrecking 
‘crew took their destructive exploits 
worldwide to smash the bases of 
Scumlabs, the antagonists from 
the original game, whose plot 
‘was expanded in the sequel 
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66The cartoon violence and 
tongue-in-cheek humour gave it a 


universal appeal 3 
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D> International travel was achieved 
either by finding flags or smashing 
‘tourism billboards, and resulted 
in a mini-game in which the crew 
jumped on a plane and collected 
‘mid-air items. There were other 
enhancements, too: monsters 
were now able to kick buildings, 
taking out whole floors at once, and 
could bounce on girders in certain 
hhalf-wrecked buildings. The ability 
‘to punch the top of a building also 
proved useful, especially as the new 
scrolling level format allowed for 
‘more buildings in a single stage. 

But the most surprising new 
addition to the gameplay was 
VERN (short for Violently Enraged 
Radioactive Nemesis). VERN was a 
flying, highly powerful secondary 
‘mutation of any of the three main 
characters, a desirable power-up who 
had his origins in one of the game's 
scrapped features. “Initially, Midway 
executives wanted to make Rampage 
World Tour four-player game, so 
a fourth player character was called 
for,” recalls Brian, “However, a few 
‘months into development, they 
decided that they didn’t want to stray 


go ri 


eee ee te 


from the original three-player cabinet 
footprint, and asked us to drop the 
fourth monster. So we decided 

‘to turn VERN into a mutation of a 
mutation, so to speak.” 


ampage World Tour's 
successful arcade release in 
1987 ensured that it received 


conversions to all the major 
formats of the day. The PlayStation, 
‘Saturn, N64 and PC all received 
conversions which were close to the 
arcade original, while the Game Boy 
received a basic conversion which 
boasted enhanced visuals on the new 
Game Boy Color. The project was a 
financial success for Midway and a 
sequel was on the cards, but Game 
Refuge's vision of a 3 Rampage 

was a more ambitious project than 
‘the publisher was willing to consider. 
Rather than work on a substantially 
similar game, Game Refuge left 
Midway to get on with it itself, with 
the development duties for the 
eventual console-only sequel falling 
to Avalanche Software, 

Rampage Universal Tour 
Introduced fans to a brand new cast 
of characters. Boris, Curtis and Ruby 
(respectively a rhinoceros, a mouse 
and a lobster) had to venture across 
the world to free the original trio, 
as they had been locked away 
thematically appropriate locations. 
Once they'd been freed, aliens 
invaded Earth and it was up to the 
team to stop them. When they 
reached Area 51, they discovered 
and rescued a new monster, the alien 
eyelops Myukus, before taking th 
rampage into space and finally to the 
home planet ofthe aliens. 

In design terms, Universal Tour 
was not a major departure from 
the template established by World 
Tour. The main addition to the game 
was the inclusion of a special move 
for each character, which could 


signficamly speed up the process 
of destruction. Special moves could 
only be performed aftr eating 
‘enough people to fill the newly- 
included special meter, encouraging 
the monsters to take more regular 
snacks during gameplay. The other 
addition was new mini-games to 
break up the various stages, ranging 
‘rom timed demoltions to people. 
punting contest, 

However, the actual demolition, 
which stil made up the bulk of the 
gameplay, was barely advanced 
from Rampage World Tour Although 
the PlayStation version allowed 
for mutitap suppor, bringing i 
up to parity withthe Ned's three- 
player action, the general ack of 
improvements resulted in a poor 
critical reception for both versions 
of the game upon its launch in 
1999, The Game Boy Color version, 
meanwhile, was an improvement 
over ts predecessor, with beter 
visuals and gameplay that was 
eloser tothe full-size console 
versions. Salas remained strong, 
prompting Midway to press ahead 
wth thee 

‘Again developed by Avalanche 
Software, Rampage Through Time 
was a PlayStation exclusive whieh 
represented the culmination ofthe 
trilogy that began with World Tour 
Having smashed every building 
on Earth and then spread the 
destruction across the entire known 
univers, there was only one frontier 
left for our daring demoliionists: 
time, Having failed to deal withthe 
‘mutants in the present, Scumlabs 
invents a time machine to undo 
the accidents that resulted in thelr 
creation. Unfortunately for the 
careless chemical company our 
protagonists find and enter the 
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We talk to Cathryn Mataga about cramming 
Rampage Universal Tour onto handheld hardware 


How did you come 
to work on Rampage 
Universal Tour? 

s looking for 
programming work 
and a headhunter 
suggested Digital 
Eclipse. This 
headhunter told me 
they had 
cn all kinds of old 
games, and back in 

those days | was already a game business 
old timer. Really, | think the headhunter was. 
slightly confused, because Digital Eclipse 
had developed emulator packs for some old 
games, but wasn't loper of 
anything 
We spent quit 
trying to get th 


a bit of ime on the phone 
ontract for this game 


going. During this time | put together Shamus 


for the Game Boy Color, and | wonder now, 
maybe getting this working convinced them | 
could pull off Rampage Universal Tour. had 
programmed quite a bit of 6502 assembly 
language at this time, but that was my first 
‘game that was 280 assembly, 

DE was just a few miles away so even 
‘though | programmed this game at home, 
| could drive over there and talk to artists 

ss. Inever had a Game Boy 

Color development system, but coded the 
me using hardware | bought from & 
company in Hong Kong, 


entire 


Did you have any involvement with the 
developers who worked on the home console 
versions of the game? 

had a copy of the PlayStation v 
Rampage Universal Tour, and | used this as 
‘a guide for how the Game 
should play. 


What were the biggest problems from a 
technical point of view that you faced getting 
Universal Tourto run on a Game Boy Color? 
This cart supported link cable, and link 
cable on the Game Boy Color was always a 
hallenge, Not so much the programming of it, 
but fixing the bugs and testing was always so 
time consuming. Nintendo always extensively 
tested any link cable game, so if the game 
locked up or went out of syne, they would not 
approve it 


How do you feel the GBC version compares to 
the home outings? 

Its way more limited, but considering the 
limitations of the hardware and the time we 
had to create this, | think it's a decent port. 
think the link support is something that the 
publisher really wanted, and I feel good we 
were able to pull this off. The basic feel of the 
game is still there 


“The forced three-player action 
. a Worse yet, it can 
‘to simply constantly attack you. 
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the Rampage template, these issues. 
caused another negative reception. 
Rampage Through Time would be 
the last traditional Rampage game for 
‘a number of years, but it wasn't long 
before a spin-off arrived. 

Late in 2001, our mutated beasts 
took an unusual diversion into the 
puzzle genre, courtesy of Finnish 
developer Ninai Games. Rampage 
Puzzle Attackis a Game Boy Advance 
‘game that plays almost identically 
to the developer's PC series Drop 
‘Mania, The top of the screen is ined 
With biocks, which can be switched 
around Yoshi's Cookie-style and 
dropped in pairs. Clusters of blocks 
ccan be cleared with clearing blocks 
ofthe same colour, much like Super 
Puzzle Fighter Il Turbo. 

A variety of play modes were on 
offer including standard marathon 


and preset puzzle modes, but the 
true Rampage feel came to the fore 
when liberating your fellow mutants 
in Rescue Mode. A cage containing 
‘one of the monsters is located at, 
the bottom of each of the game's 
stages, and will only open when all 
the blocks on top of it have been 
cleared, Once they'd been rescued, 
the likes of Boris, Curtis and Ruby 
joined the classic cast as playable 
characters, but the characters have 
no bearing on proceedings at all. 
Nevertheless, the game stands tall 
‘as a very good puzaler on the Game 
Boy Advance, and one well worth 
tracking down. Despite the success, 
the beasts went into hibernation in 
the years that followed. 
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for the very first time. Rampage: 
Total Destruction marked the series’ 
second major revamp, with a major 
visual shift made possible by the 
greater capabilities of the PlayStation 
2and GameCube, 

The classic trio of George, Lizzie 
and Ralph were available from the 
‘outset, alongside new faces Gilman, 
Ramsey and Rhett (a blowfish, a 
ram and a rat respectively). But the 
three new faces were the tip of the 
iceberg as the game introduced 
a huge number of new monsters, 
taking the cast to a grand total of 
30, representing monsters both 
traditional and bizarre, Greater 
distinguishing characteristics were 


tp introduced with the new breed— 


Upon their belated reawakening “ip. for example Bart (a bat, naturally) 


in 2006, Ralph, George and Lizzie 
were sighted in full 3D nail 


could use his wings to ald his 


jumping tremendoush 
se umping ly. 


i 


‘espite the shift to 3D visuals, 
the game stil played in 
a similar manner to its 


predecessors, with level 
designs that may as well be 2D 
and buildings which fall straight 
down after taking a set amount of 
punishment. The major addition 
‘was the inclusion of boss stages. 
‘Taking place in the final area of each 
city, these involved taking out one 
‘of Dr Vector's powerful enemy craft 
in addition to destroying all of the 
buildings present. 

Monsters retained the abilities 
gained in previous games, with kicks 
and special moves stil available, 
but gained a few new tricks. The 
first of these was the ability to scale 
the front of buildings, rather than 
simply climbing the sides as in the 2D 
games, which allowed easier access 
to power-ups and tasty humans. The 
second was the inclusion of a specific 
grab button, which allowed players to 
grab hold of objects such as cars and 
chuck them into buildings, causing 
huge damage, 


‘TSanetibe] Bosses uch ats her tank echo 
iy infor Panga Tt Deson 
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Upon its release in 2006, 
Rampage: Total Destruction received 
the series’ warmest critical response 
since Rampage World Tour, aided 
by a budget price tag and the 
inclusion of both of the arcade 
games as bonus content. The large 
‘amount of characters and stages on 
offer was praised, but the general 
repetitiveness and failure to make 
significant advances on the original 
template once again drew criticism. 
Rampage: Total Destruction was, 
ported to the Wil in time for the 
‘system's November 2006 launch. This 
version added ten more characters, 
including Ruby, Boris and VERN, 
plus an extra city. Unfortunately, the 
‘game failed to support the GameCube 
controller. The new control options 


= [Genecie)Te nr 30 ual conn sere 
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‘were passable with the Nunchuk 
attachment but woeful without, due to 
the decision to utilise motion controls 
to simulate a joystick. The additional 
problems caused by the motion 
controls ensured that the game met a 
frostier response than the other two 
versions had just months prior. 

‘Since Midway's bankrupty in 2008, 
the series has lain dormant. That's 
rota situation that is guaranteed to 
last, though - while it has sometimes. 
suffered outside of its native arcade 
‘environment, the Rampage series has 
‘maintained a following for decades. 
When asked to explain the appe: 
‘those who have worked on the series 
never have to think for too long. “i's 
‘one of those games [where] you can 
just jump in and have mindless fun,” 


Players felt a bit of guilty 


pleasure from squishing and 
eating people 99 


Cathryn Mataga 


says Kenneth Hurley, who produced 
conversions for Activision. "You 
can ply for five minutes or you 
can play it for hours. As a kid, who 
didn't have fun wrecking things?” 
Cathryn Mataga, programmer of 
the Game Boy Color version of 
Rampage Universal Tour homes in 
fon the theme ofthe game, “twas the 
characters and the humour, Players 
felt a bit of guilty pleasure from 
‘squishing and eating people.” 
“Perhaps i's the empowering 
aspect of being the ant:hero, or the 
‘nique absurdity of the theme, or 
simply that there was no ‘wrong way’ 
to play it,” opines Brian, who was 
convinced of the game's thematic 
appeal before it went out on test. 
“The thing l remember most about 
watching people playing Rampage 
atthe arcade was that it was not 
Luncomman to see players laugh 
ut loud as their once-powerful 
characters shuffled naked from the 
screen, Rampage was simply about 
having fur.” And fun, ifyou asus, 
what a classic game is all about. 


rs GOOD TO BE BAD The alla that let monsters take revenge 
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something that other games atthe 
time weren't offering BY 


Kenji Kanno 


cE It succeeded hecause it offered 


D intend 


3 rover. they Crazy Taxi wasn't the only game 
around by the addictive game to intensify a mundane jol 
. sya Driving dangerously wasn’t 
ound the music, so that the rhyt encouraged but rewardec BURGERTIME 
th the musie players gaining adtiona tps on thir sacaoca 2 982 ity 
he Califomia spirit it juste faros for near misses, cits and jumps. Poor old Peter Pepper puts up wihsome 
sping and | Although " rightarsh working condtonsinData | 
Bad Religion on the sounatrace. Kanno's | would remain a secret unl they were Kass arcadeclassic The poorchel's | 
Wwironment ab trying to put together burgers while being Lt = 
suited in an envonment based tll alert you tot chased by antropomorphic eggs hot dogs 
sntan | and ificulty ofthe desired journey dd piles We drt magne staat MeDonals ar forced 
accurate recreation ofthe ety, it did important, because a quick journey teputup with murderous food. 
include reahwerld locations. "I wanted  wity additonal seconds 
it to have a sense of realism,” Kanno cloc POWER DIGGERZ 


rocals, “the best way to get that across, 


3s t have placas that eB drivers already have asset deal 
thanks the awesome powerof their 
vehicles, but thi overloaked gern 
t quickly. Although made consruton equipment even 
the ttle shipped on the NAOM ‘more fun than rota, Destroying eas, scoping ures om 
ard — essentially, a modified swimming pools, serving 20 lives of eurry oto gant plates 
andthe mal Dreameast - the conversion stil posed Tats game lets you do al this and mere 


These appeaing factors ensured mat_| some problems due to the size o eiegareeaa 


Crazy Taxi quickly became an arcade environment, Gracy Tariretasits borg sage SEGAGAGA 
‘= DREAMCAST = 2001 
Sega's Japan-only RPG lets you take 
charge of Segain the year 2025, by 
which Ue ithas become just tad 
ferent Developers are lacked behind 
aiganticblast doors producing games ike Final Pharmacy Vi 
and are occasionally required blast into space to fend off 
attacking Sega hardware 


PHOENIX WRIGHT: 

ACE ATTORNEY 
(GAME BOY ADVANCE m 2001 

Being a lawyer mght not soundlke 

Uhemostexcing thing inthe word, | 

but Phoenix Wrights eases ae fll, 

of shouting andtable-banging-andthats before any ofthe 

game's sprit mediums get involved. Atone point, youl even 

nee to bring parrot tothe stand for eross-examinaton 


TRAUMACENTER: = [7S 
UNDER THE KNIFE 

TUINTENDO 
Exrordary boing powered | 
frmbaGrekoodasdephcae [| 
‘only the start of the weirdness in this. re 
Sui ier rs Ah pt re You tye 
Seer eee oe eae 
Eibslattarses artes et sted 
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‘open driving environment wasn't such a 
large issue because the NAOMI had 
tha banafit of loading tne game from 
cartridge, and twice as much RAM as 
the home system. To overcome the 
Dreamcast's limitations, Kanno's team 
had to program a method of streaming 
cily data from the dise during gameplay 
It proved to be worth the effort, as the 
Dreamcast conversion proves virtually 
indistinguishable from the origina 
arcade game. 

‘As well as being a practically perfect 
port, the Dreamcast version of Crazy 
Taxi included additional features. Most 
prominent wes the Original Mode, which 
allowed players to enjoy a brand ne 
city with a twisting street section a 
railway. There was also the Crazy Box 
Mado, a selection of driving min-games, 
in which taxis were used to pop baloons 
‘and knock down bowing pins. Kanno 
‘asked the team to think independently 
‘about min-game concepts outside of 
‘work, before coming together in the 
office to select the ideas that would 
bbe used in the game. "We looked at 

erent elements of the game t 
could be scored against, lke drifting or 
dashing,” recals the director, highighting 
‘the mode's rolain teach players 
‘advanced techniques. 

“Iwas something 
that people could 
play and have fun 
‘with, but also use 


ex 


the Dreameast version of Crazy 
Taxiteceived a massively 
enthusiastic response from the 
press, gaining acclaim for the quality of 
its conversion, Surprisingly i's acclaim 
that Kanno himself had been unaware 
of, “I dit actualy know that it was 
regarded that way," he responded 
when asked for his thoughts on 
the game's reception. “I think 
the key reason that it 
succeeded is because it 
offered something that 
‘ther games at the time 
‘weren't offering. May 
Pits down to wnois 
giving that feedback 
The public 


(a 


‘aunching at the beginning of 2000, 


THE HISTORY OF CRAZY TAHI 


responded with equal enthusiasm, 
purchasing over 1 millon copies and 
providing the Dreameast with an eerly 
bighlight ints lifespan, 

Bust financial reafties had It Sega 
bard and just a year later the company 
announced its exit from the hareware 
‘business and made plans for its games 
‘0 appear on the consoles af its formar 
‘competitors. Acclam licensed the 
‘game and developed PlayStation 2 and 
GameCube conversions in-house, while 


Sega contracted the development of the 


PC version to Strangelt, None of the 
Conversions had the eical impact 
of the Dreamcast release, though 
the PlayStation 2 version eventually 
outsold its predecessor. Free of all 
the conversion work, Kanno's team 
at Hitmaker had time to produce 
something far more exciting — a 
Crazy Taxi sequel 

Despite its hardware woes, 
‘Sega never planned Crazy Taxi 
28 anything other than @ 


Dreameast game. The basic formula 
of driving recklessly to get customers, 

to the destinations hadn't changed, 

but the setting had as Crazy Taxi 2 

intfoduced four new characters and two 
ew maps. Based on New York, these 
maps were dense urban environments 
with fewer natural hils, wth roads 
‘bordered in by skyscrapers. This design 
played into the team's plan to give the 
layer a new kind of contol. "With 
Crazy Taxi it was bascaly alane- = 
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D constraints would ensure that Crazy 
Taxi 3 was the most conservative of the 
‘logy in design terms. 


he final version encled up serving 
8a kind of greatest hits 
package, abet one with 
signfcant additions, Two maps 
from previous games retuned wth 
Crazy Taxi's arcade map West 
Coast came back with some new areas 
igned to take advantage of the Crazy 
alongside Crazy Taxi 2's Small 
‘Apple, now set at night. Crazy Taxi 3's 
sole original map was Gitter Oass, a Las 
\Vegas-themed map set at night to alow 
the bright lights to take contre stago, with 
ne outs including a canyon area, 
Four more new charactors made ther 
debut alongside the eight existing drivers, 
and another set of minsgames was on 
offern the Crazy X Mode. 
Crazy Taxi 3 arrived inthe middle 
of 2002 to a reasonably positive but 
undeniably underwhelming cit 
response, Whie erties sill generally 
‘enjoyed the game's core med 
the consensus was that the game just 
didn’t bing enough new content 
to the table. The game also 
struggled on a technica level 
With reviewers complaining 
of noticeable draw distance 
jxoblems and prominer 
slowdown, parteulrly in 
flagship Gittor Oasis stage, The 
2004 PC conversion, onee again 
handled by Svangeite, fared ite 
better. Howaver, Cr 
manage to make a return journey 
to the arcade. Sega acopted the 
Xeoxbased Chihiro board for arcade 
releases in 2003, and Kanno saw an 
unusual home-to-areade conversion 
as the natural choice. “It seemed to 
bbe a natural ft, a case of ‘hey, f we 


Pee ee ee | 


213 1 RETRO GAMER ANNUAL 


release this content, 
well have happy 
consumers," he reflects, 
In 2003, THO acquired 
the nghts to publish a Game 
Boy Advance version of Crazy Tax. 


Developed by Graphic State 
Games, Crazy Tax: Catch A Ride 
proved to be an awkward fit for the 


handhold systom, Much tke other 
attempts at 3D driving games on the 
system, Crazy Taxi sutfared fram blocky 
visuals and a poor frame rate and the 
game received a eritical battering when 
itleunched. Later trat year, the series 
managed to make the news thanks 
to a patent infringement lawsuit. Sega 
tronic Arts, Fox Interactive 
and Radical Entertainment over The 
‘Simpsons: Road Rage, a 2001 release 
that had been noted forts extreme 
sinilarty 0 Crazy Taxi. The lawsut was 
settled out of court for an undisclosed 
‘sum soon after being fled. 

In recent years, Crazy Tan has been 
employed primarily as a nostalgic 
‘capacity. 2007's Crazy Tax: Fare Wars 
was a PSP compilation ofthe frst 0 
‘games. While the game suffered the 
loss of licensed shops and musi, it did 
banaft from the frs:time inclusion of 
‘multiplayer modes. The original Crazy 
Taxi later found its way to Xbox 360, 
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Some of the best mini-games 
the series has to offer 


CRAZY ARCHES 

‘Aight royatpan. this game requires careful 
use ofthe Crazy Hop fo leap from arto ach. 
Repeated drowning is probable 


CRAZY PARKING Ae] 
sm Batleyourway othe tap 
of apacked mult-storey car 


park! The tight ime imithere 
seater, 


CRAZY BALLOONS 

Im Aclassi in whith you hase balloons 
sound andpop them. Another game that 
‘made multiple appearances 


CRAZY HURDLES: 

sm Ths one's prety easy, youjustneed te leap 
‘over the hurdles andreach the igh ine. This 
‘one's good for score competitions 


licensed aspec 
least include an opt 

soundtracks, for tho 

missing thai Bad x. Versions 
for iOS and Anat 


hich deftly 
of Saga's series with the runner format 


that mak 
Kanno 
s brand nev 
mobile is 
thought that would be a perfect patfor 


10 go onto.” The conversion has been 
handled by Hardight, a UK based 


CRAZY SPECIAL 
1m Crazy Tox Zs final challenge a nightmare 
yours vist every drop-off pint m Small. 
Apple with auseess guide arrow! 


CRAZY ZIGZAG 2 
tm One ofthe tougher mni-games ~ seven 
passengers 40 seconds and one narrow oadin 

the mde ofthe ocesn Dont get we! 


CRAZY BOWLING 
'Driftint the pins to score seven 
consecutive strikes. sounds 
‘Simpl bu this mi-game proves 
deceptively tough. 


Pe crazy stars 


Fas to ecilan, hard 
tomaster~hop up 
series of ascending 
stopsin order to 
reach the goal. Expect 
plummeting 


= CRAZY JUMP 

A series staple ppearng nll three 
somes, Crazy Jum sees youhuring yourcab 
off aramp as aras posse 


CRAZY GOLF J 

Im Youneed to use Crany Hop ta ive ball as 
far se possible ~an easy but enjoyable tack fom 
Crazy Taxi 


in games for 
mobile platforms — a decision whic 
Kanno attibut 
spulaiy in th 
While the game is unmistakably 
he 


key for Kanno, who 
retaining the soft ofthe series 


A cabbie's guide to picking up crazy money aad 
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the trademark acton of the setes stl 
as an appeal that resurfaces any time 
a player sees a dangerous drive, just a8 
ited for us. And, as his final anecdote 
reveals i's an appeal that even Kanno 
has experienced firsthand! "| was in 
taxi driver was just civing at breaknock 
for me, its great that gat me to my destination. And 
game and you've realy enjoye 35 gotting out of the cab, 
continues, zy Taxi!" but he didnt 


mark on gaming history 
decade after the firs 


Gamers blast aliens. A simple statement, but one that has “a 
been true since the Seventies. So what happens when the 
trope is inverted ne pair of alien rappers who crash on Earth? —— 


to go by. We —— 


The birth of a cult hit, if ToeJam & Earl is anythin 
ly heroes 


talk to Greg Johnson about the story of two unli! 


, > celine 


+e 


WHA SUP 4 
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f any trend defines the 16-bit console market 
of the early Nineties, itis easily the saturation 
of mascot characters. Every company seemed 
to have cartoon creations to unleash upon an 

increasingly weary gaming public, and it took 

something a little special to stand out from the 
crowd. As a red three-legged alien and a large 
yellow alien united by their love of rap, ToeJam 

& Ear's titular heroes definitely did just that. 

‘The offbeat nature of the characters gave them 

a unique appeal and didn't just extend to 

their designs ~ Greg Johnson, designer of the 

aliens from Funkotron, told us back in issue 

71 that the unusual names were the result of 

programmer Mark Voorsanger mishearing the 

intended names FlowJam and Whit 
The atin duo first reached 

soperative exploration g 

inspiration from Rog 

while studying at univ 


me that took its 
Grog had discovered 


sity. ToeJam and Ear 
id on Earth and nd the 


ft 
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equal parts 8. 


cal and bizarre, While the 
is roughly fantasy as 
to get, ToeJam & Far shares certain 


ur0s wit its ins 


surprised 


n, particular 
are it clit 


d was in 
pendent 


player had run ou 
While the gam 


ayers ful fret basis of ts st 


ically demands 
weren't sure it was going to 


but particularly 
prk at al, Sega & Earl 
anything 
very end 


‘But Mark V 


very determined 


bors Greg. 


ty bright guy and 


we ba 


n more of tat in 
since then, 


“The implementation 
ould players travel 


explore in different 
king 


1 wasn't picked 
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+ Mega Deve ert Unertank as 
tans dangers aa atte fry fee. 


a det bystander ton 
THAT WE HAD IN GANE CHK, BUT IT WAS A CHALLENG" 


D> credits sequences on Funkottn, whe note of the its weirdness and potential to. 
‘can be seen saying "No hedgehogs ‘found here.” polarise audiences. “That's what happens 


Toe jaM 
Earl 


ToeJam & Earl teceived 2 mixed v 0 ‘whenever you release something urky 
response fom the press detactrs P Bry and naw conus Gg. "Some pops 
were particularly vocal in criticising the “an ‘ love it and some don't get it at all.” Sales 


‘game, particularly when it came to 
the slow pace of proceacings, ACE's 
raview went so far as to say "Boring realy 
doesn't quite sum up the toe-cuting tedium 


‘were initially slow and the game took a long 

time to build a folowing via word of mouth. 
Aftar the fist game, an oddity inthe series 

‘sppeared on the six-game cartridge bundled 


¥) 


of the whole debacte.” ToeJam & Ear! 5 ys with Sega's Menacer lightgun. Read), Aim, 
aso received a good number of positive ( Tomatoes! was a simpistc game featuring 
reviews, particulary from publications in CELE, enemies tom the onl Toodam & Ea, 


which needed to be pelted with tomatoes. Re- 
Using a far amount of visual material form the 
first game, twas a short but fun way to dip 
bi he Toedam & Earl wore 


Europe. Praise focussed on the game's offie 
humour and excellent music, but even those 
publieations ne made 


‘Afull sequel was soon pul inte production 
by Greg and Matk in spite of the affiultios 
with the first game. ToeJam & Ean's sequel 
\was set to buld on the orginal game with 
new terrain and indaor sections, But aftr only 
2 few months of development, a change of 
direction was requested. "Sega asked us for 
a side-scroler with bigger characters so that 
‘what we set about making,” says Greg, who 
was unsurprised by the request. "All along 
the development of game one we knew that 
Wwe were sort of off the beaten path, We 
hoped Sega's marketing would gett once 
the game was done, but we were sill a bit 
‘too much outside the bex” 

In Toedam & Ear: Panic On Funkotron, 
we join our heroes folowing a successful 
to their home planet after the events 
irst game. Unfortunately, something 
‘came back with them — Earthings by the 
‘dozen, wino were now running amok on 
‘oeJam and Ear| have to solve 
‘hing problom, as well as king out 
Lamont the Funkazotamus ~ the source of 
al funk n the universe — who has gone into 
hiding since the humans arrived 

The goal for the team was to make 
the game feel Ike @ sequel, despite the 
rastic change of genre, "We did our 
best to keep the spit of exploration 
and discovery that we had in game 
one, but t was a challenge,” recalls 
Grog, This came primariy in the need to 
hunt for Earthings, ranging from bratty 
ankle-kicking kids to downright bizare 
‘enemies Such as ghost cows and ducks 
on flying carpets. An artow on the HUD 
iets players to their next large 
might be causing havoc o4 
‘or hiding in trees and bushes, Oneo 
ciscovered, ToeJam and Ear need to 


oes ang Toner 
Exrewora 


pot Earthlings with jas to cay 
transport back to Earth 


he trademark style ofthe first game 
‘was back in ful force, with bright 
colours and excelent music, 2 wet 
‘as amusing dialogue exchanges 
with the various inhabitants of Funkotron 
‘encountered throughout the game. The action 
took place across a variety of locations, from 
the streets of Funkotron to underwater stages 
and fiery caverns, The stages were designed 
by Greg and Evan Wels, who would later go 
(on to design work for Crystal Dynamics before 
joining Naughty Dog, where he is now co- 
grosident. The two of thom packed the game, 
‘with conten, including secret areas, bonus 
stages and even some minsgames. The most 


‘memorable of these was the beat matching 
{game with TosJam and Eat’ friends. Peabo, 
Sharla or Lewande would provide a beat 
form of a button sequence the player had to 
ch, a style of rhythmaction gameplay 

‘Would later be fully explored by the Paflappa 
Tho Rapper sores 

Grog was proud of the team's achievernents 
with the game. “The game was a lot of fun 
to make, and | know we were very happy 
with how it turned out. | think we squeezed 
@ fon of gameplay and content int that one 
year. We were only thre people for one year 
but we really Kicked butt on that one.” Panic 
(On Funkotron was released during the height 
‘of the Mega Drive's popularity and its safe 
choice of genre meant that it wasn't nearly as 
polarsing to exis asthe original game. The 
game generally did wel across the board, with 


scores of over 90 per cent from Sega Pro, 
Mean Machines Sega and Mega 

However, the game developed a negative 
reputation with fans of the original for straying 
{0 far from the formula of the first game, and 
in recent years the postive responses trom 
contemporary eres have become somewhat 
forgotten. i's not hard to understand this 
point of view trough, particularly considering 
that even Greg expresses regret over the 
change of genre: "If | had a time machine I'd 
pop back and tel the old us to ignore al of 
the requests from Saga to change the second 
game and continue with things as we'd 
started — and build game two to be a true 
sequel to game ane” 

The amition to make a true sequel would 
be revistad with ToaJam & Ear Il: Missi 
To Earth then codenamat 


ay 


RECURRING DREAMS 


Other lost Dreamcast games that resurfaced 


PROPELLER ARENA 

DEVELOPER: Soqa AVZ 

issenistned lmeseDremmeast 

coma gare tuiedasa fight cmdtorfor 

fihirg gare fan” Tae gare etre cast 

aswel one play Te game war on rackr late 20 relate, but was 
indented loin he 

Saree Ta ual ole ew et 


HALF-LIFE 


BBatpon First tacks n New Yor and eanceled 


HELLGATE 


DEVELOPER: Horry Dog 
‘Another vietim of Sagas annow 


nitnuation ofthe Dreamcast, 


as across between Qugke and WipEout With 

bdhspeed combat the order ofthe day as heHelike-rding protagonist Mary 
baste hie way through demonic creatures, The game resurfaced in 200, after 
Fabing been fund ivan advance stage of development ona Katana nt 


development. The game was pitched 
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Mega Drive ga 
male character with a 
attitude, as well as new features such as 
line muttplayer. The game retained the 
xoloration key to the series 
as well as Panic On Funk 


while includ 


12 Sacted Albums of Funk which had been 
olen by the Earthings, as 
zat the Ant-Funk 


el as lookin 


in tha marketplace 


had failed to tum the 
around. Infact, wh 
‘made its public debut at E3 in 


+ [oreaneat The reanee gens 
‘ees 
stapes ata ih Fare, 


ere preferre 
but ease of development and Micro 
308 of marketing support ensured that 
the time the game 
year later in Apel 2002, it was bound for the 
ylaunc 


nits new incarnation 
samned many elemes 
design and had received a vi 
account for the: 
nforms us 
ofthe feat 


Dreamcast 
val upgrade 
hardware, but Greg 
hange cost the gam one 
nat could have distinguish 
d. “One of tha things | was 
5 we had 


hat the 


bbucing for t 
much done to 


Ieuneat Ne gel ati ine 
Drowneaseppeurte, showing thew 
farcoeeponrtbed ogress 


"WE LAD 7 DETTEON THE XLINE NULAPLIGER NODE 
“HET WE HAD BEEN BUILDING FOR THE DRcANOET" 


Greg Johnson 


time to gett working and debugged on the 
tox.” The game did at east become one of 
the first to have downloadable content over 
Microsoft's new Xbox Live service 

While some changes were driven by time 
constrains, a whole range of unfortunate ones: 
‘wore requested by Sega, which had started to 
worry about the game's viaity before release 
“The orginal idea wes to do a very faithful 
remake of game one,” recals Greg, "but Visual 
Concepts thought that was too old school” 
‘The changes that were requested dasticaly 
altered the structure of the game. "Six months 
before we released Sega asked us to change 
course and adn mini-games and gates, 
bosses, more locked colectibles and make 
ita hub structure instead of stackad levels, 
remembers Greg. “They said they wanted it 
more ike Donkey Kong 64." 

“The result of the executive meddling was 
plain to see, Reviews for Toelam & Ef Ill 
Were generally less favourable than for either 
of the Mega Drive games, with much ericism 
directed atthe repetitive nature of the new 
gameplay svucture, Old fans wore put off 
and naweomers weren't ericed, resuling 
in aisapponting sales. Greg feels that the 
late changes were detimental to te game's 
chances: “| think we lost a lot of sunport 
from our core audience who were once again, 
confused by the change Up. That was twice 
in a row, and i sort of klled the seres. Sorry 
about that, TU&E fans, 

While Toojam & Earl Productions tied to 
keop the aliens active, there hasn't been an. 
offical ralase inte sores since Toslam & 
al il. Grog's pten for a multiplayer Nintendo 
DS game faled to find any interest frm 
publshers and was abandoned in 2007, 

‘while licensing issues have kept the duo out 

of Sega's recent crossover games such as 
Sonic & Sega All-Stars Racing. But the story 
doesn’t end there, In September 2013, a forum 
member at Assembler Games purchased a 


Kata Deiat development unt and made 
aistpfichg amourcernont the Kit corned 
@ aybl ld of Tosa & Ear. Grog was 
asked for persion to lease the prototype, 
but was undotandably una to ofeily 
endorse it “We toi him tat we couldnt 
‘ely giv him parmss.on he pas we 
on on, Eat hat slong as hed sot 
we wouldn't sue or get in the way.” 

\Wth no esponge from Sega, @ community 
lease ofthe ise rage was made ust fer 
‘month ate aking Dreamcast players 
get er hands onthe game at ong lst. 

Ths cay version shows were the game 
vias heading at tht path Se ayng 
loselyo Gog ongral vison ofa fafa 
remake. Some ofthe elomerts ofthe Xbox 
robes such s Laisha and FurkFu tacks 
bre present. az ae the gospel shige, bu 
the Dreamcast prototype features ineer 
stage progression ushy elves 0 nthe 
crigal game, stead of hb wot. The 
prototype ai cose to compete the 
Gate boots salt to a carter sect 
Seroon and sas to become unstabi 
aftr stage rine butters stl 
8 good amount of gamerlay yy 
aalate dap tes. 

Wile he may nt 
beable ta approve the 
lecked prtanype, after 
Toelam ard Fat ha 
spent a decade out of he 

moliht Gro’ osbonse 
i a postive one. "Wo'e 
actualy glad ty have Toda 
Earl the at al and i's 
tice to see that there ae sl 
peoele who remember and 
Get encod about it” 


THE HISTORY OF TOEJAM & EARL 


STRANGE SIBLINGS 


TeeJam 5: Ear isi the only classic game to 
have had a drastically different sequel 


ZELDA I: THE ADVENTURE OFUNK 
RNS RSS ee ee eee 
he gameplay ofthe orignal bata ane 
ike bares niece 
mnadvenuring ofthe frst game 


WONDER BOY Ill: MONSTER LAIR, 
scat 
traditions of the Wonder Boy series gave way to 
deta fort 
sao ne 


DYNASTY WARRIORS 2 
tation 22000 
Theta Dyas Wa 


mentor 


have you taking tthe 


game, but when he series eturmedon the PlayStation 2 

had become adrastaly dierent orp 
slash gameplay Ti 

anditrevec retuned a the syle ofthe first game, 


sporting new 


cing 
sales 
‘behing, 


ys 
=3 


Dieu The Neaxvrserssin 
era neiec inp wae 
‘ets ane bars 
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- How the genre evolyv = 


HCADE 


Whether they’re in 
charge of cars, planes 
or even anti-gravity 
vehicles, the thrill of 
taking the chequered 
flag has drawn the 
attention of players for 
decades. Learn the 
history of this enduring 
genre and discover why 
it remains so appealing 


ith the popularity of real-world 
motorsports, it's no surprise that racing 
‘games have been consistently popular 
over their long history. Steve Lycett, a 


prominent name in arcade racing thanks to Sumo 

Digital's work on the Outflun 2hame parts and 

the Sonic & All-Stars Racing series, explains the 

immediacy of the genre: “You don’t nead to set the 

scene, explain the story or the controls, Everyone 

immediately understands that the big wheel thing 

steers you, the gear lever changes gears to make you 

faster and you have to keep your foot on the pedall” 
Coin-op manufacturers were producing racing 

games prior to the introduction of videogames, with 

cabinets such as Soga's 1969 release Grand Prix 

Utilising electromechanical designs to simulate racing, 

When the arcade boom began in the early Seventies, 

hardware limitations meant that the earliest 

games such as Formula K were played 

from a top-down perspective. While 

this has spawned a rich histor 

of top-down racers such 
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as Super Sprint and Micro Machines, the genre's major 
evolution came with the introduction of viewpoints that 
put the player on the road, alawing a greater sensation 
of speed. 

‘The earliest racing videogame to provide a frst 
person perspective was Reiner Foerst’s obscure coin 
(op Nurburgring in 1875, which used a frighteningly 
complex hardware design comprising 28 circuit boards, 
This pioneering release was seen in a Dusseldorf 
bowling alley by Ted Michon of Digital Games, who 
happened to be in Germany fixing problems with the 
company’s Air Combat cabinets, Ted was convinced 
that the Ndrburgring design wasn't commercially viable 
‘to mass produce and sat to work on replicating the 
concopt with a simpler hardware setup. The resulting 
game was Night Driver, which had the benefit of Atari's 
marketing muscle and was able to popularise the use 
of first-person perspective in games. 

‘The genre's conventions were further 
‘established in the early Eighties by 
‘one of the genre's most 

“prolific developars, 
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“Tis, 


ARCADE RACERS: 
THE TERMINOLOGY 


DRIFT 
mA usefulracing 
tecmiquein hich drivers 
cause the rear wheels 
tolosetracian, allowing 
care tole around 
comers at igh speed. 


RUBBER- 
BANDING 

im Rubber-banding slows 
down leading racers and 
speeds up those lagging 

behind heep races nice 
and dose 


AUTOMATIC 
& MANUAL 
Gear changing 
systems. Automates 
casi while Manuals 
cen faster and key to 
mastering advanced 
Aivng techniues 


‘SUPSTREAM 
iStpsireaming is the act 
affllowing another ea, 
lowing youte gain speed 
by taking advantage of 
lower air resistance. ts 
very useful 


ROLLING START 
A ype ofrace start 
here alleas begin in 
motion rather than being 
statonary ona staring 
arid Segas Daytona USA 
igaclassc example 


TUNING 
The ae of modifying 
acarforinereased 
performance Is started 
tebecome commen 
feature inrecentecin-op 
racers that offer the use 
of card saves, 


BOOST 
mA wayto nerease tp 
speed ad aceaeration in 
your veil t’susualy 
implemented as alimied- 
use specalfeatureor a 
power-up, souse wisely 


CHECKPOINT 
inmany games, 
constantly decreasing 
timer isyourbiggest 
enemy, Checkpoints keep 
youalivewithahandy 


D> was the first game to utilise the common 
third-person view ftom behind the player's 
cat, and allowed races through a variety of 
locations, as well as incivaing snow conditions 
and transitions from day tonight, Turbo would 
receive conversions for the ColecoVision and 
Intellvision and inspired imitators of its own, 
but was quickly ecipsed by the genre's biggest 
hit to date from Sega's rivals at Namco, 
Released in 1982, Pole Position was 
inspited by Formula 1 and introduced 
many recognisable elements of the sport 
to videogames for the fist time, from the 
qualifying lap to trackside advertisements 
Namco even used Ful Speedway, a former 
Formula 1 eitut, as the in-game course, 
Providing this level of reaism had a huge 
impact on players, including Steve: “I just 
remember the cabinet being huge. I'm pretty 
sure | was terrible att, butt dict matter as 
| could have just sat there mesmerised by the 
attract sequence pretending to ative,” Pole 
Position became a genuine phenomenon, 
seling over 20,000 cabinets and aven having 


SELECTED TIMELINE 


NIGHT DRIVER 

imInspred by Reiner Foerst's Nurburgring, ars 
release popularised the first-person perspective 
inthe racing genre and gaming ae a whole, 


TURBO 

1m By including weather etfcts,ransons rom day 
tonight andthe lassie third-person pespacive, 
Sega's racer established genre conventions, 


© 


all Mh 
uf 


1979 


@ © 


‘SPEED FREAK 

mVectorigie’s Speed Freakwas the fis racing game 
tose veto graphs, providing the fist tempt a 3 
inthe gene, 
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1982 


its name licensed for a Saturday moming 
cartoon series, A sequel quickly folowed in 
1983, improving the visuals and adding thee 
new courses including Suzuka. 

While the genre was advancing quicky in 
the arcades, home players weren't being laft 
‘out and tha same arcade design sensibilties 
‘were being employed in hame releases, 
Activsion’s 1988 release Enduro was @ 
lecrnicaly impressive Atari 2600 game, 
‘employing many of the elements introduced 
in Turbo such as weather conditions Inthe 
same year, the ZX Spectvum received 2D 
Deathchase, a motorbike game that introduced 
‘combat elamants to the racing ganee, tasking 
the player with chasing down and shooting 
two other matoreycists in a forest. Trees 
became increasingly numerous in lter levels, 
‘ramatically increasing tension. Other combat 
‘based recers would go on to include Chase 
HO, Roacdblasters anc the tikes of Twisted 
(Metal and Carmageddon, amongst others. 

‘The 16-bit era ushered in a number of new 
developments in the racing genta led by a 


3D DEATHCHASE 

Spectrum owners were reated a his 
classie;one of the earliest racnggemesto. 
feature weaponry. 


1983 


POLE POSITION 

‘Namco’ smash Nitwas he irstracing game 
to-imulate real creut and her 
agualfyng la, 


toinelude 


[Arcee When accidents agen rade races ote a0 
Farplety verbo whe prcetnes 


pair of arcade games from Sega's Yu Suzuk. 
“The motorbike racer Hang-On was avaiable in 
a variety of cabinets, but the most innovative 
was a full motorbike which not only soated 
the player, but acted as the controter. Doing 
‘away with sticks and buttons, the cabinet 
instead gave players a throttie to twist and 
required the bike to be tited for steerng. The 
concept caught the imagination of the pubic 
‘and remains one ofthe distinctive features of 
arcade racing cabinets, Bving on in modern 
releases such as Namico's Dead Heat Risers 
‘and Raw Thrls's Super Bikes sores. Wile 
Hang-On was popule, Suzuki's nex: racing 
game was even more imprassive 

Cutfiun served as a lesson in 
how to create the perfect setting for 
‘an arcade racing game. Steve has 
fond memories of the game’ "Even 
before we worked on it, | was always 
a huge fan of OutFun. twas so 
iconic; choose your favourte tune, 
got onthe road and pick the route 


HANG-ON 

1m Designed by legendary developer Yu Suzuk, 
Hang-Onbecame heft ul-body experience 
game dye to isride-on motorbike controler, 


1985 1986 1987 


OUTRUN 

AN’ sun-drenched racing game introduced 
sslecablesoundracks and abranchng rea, aliwing 
players to choose ther nen stage id-race 


FINAL 
LAP 
Name's arcade racer was 


the ist to fe 
‘abres, allowing upto eight payer 
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|CHECKPOINT 
RACERS 


you wanted to take, Ithelped that it was also 
visually ncredible for the time too." The game 
bogan in a sunny beach sotting and alowod 
the player to choose their own 
route through 15 stages at 
forks inthe road, ashing 
past windmils one minute and 


Another hardware innovation cing the 
petiod was the intruction of inked arcade 
cabinets, Namo Fina Lap was the frst 
game toincude the feature, alowing fo up 
10 four cabinets to be Inkad for sight player 
races. This was sway adopted by many 
manufacturers, with gganic mutilayer 
‘speeding through deserts racing setups becoming the centrepiece of 
the next Players could even many a seaside ercade in the late Eighties and 
select one of three tunes on @ throughout the Nineties, Recognising the role 
radio, music which proved to thal these games played as attraction pieces 
bea huge part ofthe game's inarcades, manufacturers would at clude 
appeal and rtumedin sequels, ext monitors to alow spectators to view 


SUPER MARIO KART 

‘Nintendo's most famous epin-oft 
hed the popular karting subgenre, 

‘uichy spawning legion of stators. 


xe the option oinkrutiple 


1988 (1990) (791) 1992 


HARD DRIVIN’ JB RIDGE RACER 

‘my using 3D polygonal grapes forthe 1m ge Racer was the first racing game tofeatre 
firsttime, tar Games was able to design testure-mapped polygons, staring ahardware arms 
ulandch courses including oop-e-oops race between Sega and Nemes, 
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FIVE ESSENTIAL GAMES 


If you need a crash course in arcade racing, these games demand a test drive 


fe 


visuals oft time and 
anuneivalied sense of 
speed itwas theft 
game ioheaviy draw on 
real.word influences, 
featuring Japan's former 


players with adrving 
‘game that captured the 
feelof driving areal 
‘vehicle. Atari popularised 
theuseofafirst- 

person perspective in 


Videogames andmoved Fl ereutFuj Speedway 
thegenteonftomthe _andeveneramples of 
top-down perspective, trackside advertising, 


> the aston, Tho eatost 3D polygonal acing 
‘games began to show up nthe late Egos, 
with Hard Drivin’ orn Atari ana Namco's 
inning Run both arvng n 1982, These 
games had sparse scenery when compared 
to sorite-based aces, but they had an easier 
time reoresanting common course features 
3401 a his an tame. he case of Har 
Drv the stunt course featured an outancsh 
{ulioop ang jumps Home console games 
ore inspired by tis approach suchas Geott 
Crammond!s Stunt Car Racer on tha Amiga 
and Alar ST'n 1989, These games proved 
an eaty hint ofthe dreston that arcade racers 
‘would taken the Ninetes 

A the 16-bit ea gave way to 82-5 arcade 
machines, developers regulary experimented 
with new settings for their games and 
akeratives to traitonal veneles such as ars 
and motorbikes began to appear Futursic 
hovering veces were featured in Atar’s 


SEGA RALLY CHAMPIONSHIP: 
1 Sega Ral introduced courses that challenged the 
player te adjust thelr ving acrass mudtiple ond 
surfaces, fom mut tarmac 


1995 1996 


GTI CLUB 


i The urban cuts of Konami areade racer 
take diferent sre 


lowed player 
challenging racers a find the 
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NIGHT DRIVER POLE POSITION SUPERMARIO DAYTONAUSA BURNOUT 
1976 @ ARCADE: 1982 @ ARCADE KART 51993 ARCADE: PARADISE. 
Wiileitwasn'thefistNameosolidiedkey 1992 m SNES. Segahas developeda 2008 PS3IXBOX 
Wideogame fitskind, conventions ofthe arcade Super Maric Karts umber fexceptional — 340/PC 
Night Drverrepresents racinggenrewith Pole focus on combat arcaderacers verthe Criterion ith Burnout 
fone ofthe veryeatlest Poston whichfeatured _racingcementedit asa years, but Dayfona USA _gameretainedtheinense 
_rtempts to provide ‘he mast advanced rmultpayerfavourte and is arguablythe mast speedand spectacular 


iconic of themall was 
rareta isi an arcade 
without inked et 


crashes that madeits 
predecessors famous, but 
tok the gerein bold 


defined the entire karting 
subgenrein the process. 
Soni, Crach Bandicoot 


andeven Castlevanis's of Daytonacatinets sew trectonbyadéng 
Draculahavetakentothe inthe Noeties, while anopen-worldstructure 
tracksinc,butfew vale the game's enduring Reworking genre 
havebeenabletokeep —_populayledte 22010 _corwentons expert, 
upwihNintendoismost arcade re-release as Paradise epresenis an 


enduring spin ser, 


Sega acing Classic. excting ure er racing. 


STUN. Runner and Nintendo's F Zora, 
‘Another Nintendo release, Super Mario Kart, 
pt the company's mascot in a go-kart ta race 
‘against fiends and enemies fram the series. 
including conic weaponry from homing red 
Koopa shels to boost mushrooms, the game 
had such a focus on combat that a multiplayer 
battle mode was included, Super Mario Kart 
became so popular that a range of imitators 
folowed, establishing karting as a subgenra, 

is fa to say that the 32-bit ea started 
siowiy, with games tke Sega's Rad Mobie 
taking a sinlar approach to eater releases such 
{85 Power Drift, simulating depth and elevation 


66You had this freedom to pick 
how you viewed the race 99 


Stevelycett 


‘= __ DIDDY KONG RACING 
i i Rare’s karting game was the fi 
choice ofvehiclesto race courses 
ee. 


~ 


to inlade 
rian, 


1997 1999 


2000 


= Arcee spt based gues brane esi conpe ih 
Paver Dirt pies aeceangie yer ven 


» ss Driv oa shinee close range combat entsing 


with scaling sprites, Extra power was largoly 
Used to add to the mood, with excolent 
\weathor affects and a Seni the Hedgehog air 
freshener danging from the rearview minor 
which, bizarrely, was the mascots videogame 
debut). However, Sega's patrership with 
General Electric Aerospace proved the 
company with the Mode! 1 arcade board, an 
advanced 30 platform with which it could thay 
impress, Tho board mado its debut with the 
lease of Virtua Racing, the most detailed 
‘polygonal racer to date. Vitua Racing alowed 
‘layers to select from four ciferent viewpoints, 
at the touch ofa button. "Being able to change 
the camera to one you liked was exciting at the 
lime, you could Iteraly get right inside the car 
‘or pul ight back out to see where peoole were, 
We take it for granted now, but itwas incredible 
‘you had this sudden freedom to pick how you! 
Viowod the race,” remembers Stove. 


METROPOLIS STREET RACER 
As wel as accurately recreating the streets of Londen, 
Tokyo andSan Francisca, MSR nioduced the sye- 


based Kudos points sytem 


o @ 


SAN FRANCISCO RUSH 2049 


cabinet, Ata Ga 
unlocked veces, 


|mVith the ineusion of a PIN padonthe arcade 
allowed players to save their 


988 was an important year for 3D 
racing games, as intense competition 
between Namco and Sega provided 
players with two classic games which 

changed the dynamics of the genre, While 

the rivalry coine;ded with graphical advances, 

Steve points out thatthe changes were not 

merely superficial, “Wan everything want 

30, it opened to the door to start making the 

handing models more advanced. For the fist 

time you saw proper drifting in both Ridge 

Racer and Daytona USA, that was something 

‘you couldn't easily convey with sprite scaling 

and again, it offered advanced players 

something to get really good at 
Nameo's Ridge Racer was the first racing 

game to display texture-mapped polygons, 
‘which made it lok markedy more reatstc than 
the 3D games before it and conveyed a sense 
of location that Steve admires. "Ima huge 
sucker for Rdlge Racer Ive been lucky enough 
to goto Japan and you can iterally see the 
inspiration fora those overpasses and fantastic 
stylines in Tokyo.” The game included ditt 
mechanics for the frst timo, lowing payors to 
take incredible lines around tight comers. Sega's 
Daytona USA followed soon after and also 
boasted texture-mapped polygons and expertly 
designed courses (as well as some memorable 
vocals from Takenobu Mitsuyosh, but crucally 
included a multiplayer function which sett apart 
from its val, Namco responded with Ridge 

Racer 2, a multiplayer version ofthe origina, 

beginning a rvary that Steve describes as “ke 

amin arms race with shiny cars". 


T 


WE SPEAK TO 


i, 


Itwas most 

likely the 
original Atari Pole Position 
cockpit cabinet. | stil like that 
game. The steering wheal was 
Usually busted which meant 
that you had to use some sort of 
super skill to drive. 


and the 


everyday 


out of a 


early 20¢ 


Bright colours, outrageous 
roads and incredible drifts. You 
‘can have all the 900 degree 
home steering wheals you like, 
but absolutely nothing would 
puta smile on my face like 
playing games like QutRun or 
PowerDrift. 


players 


to make 


can go’ 


‘The trend for polygonal racers pushed the 
popular 16-bit consoles of the time to their 
imits, Both the SNES and Mega Drive required 
additional cartidge-based processors to cope 
‘with their most impressive polygonal racers, 
Stunt Race FX and Virtua Racing. When the 
next generation bogan in earnest with the 
1994 releases of the PlayStation and Satur, 
conversions of Ridge Racer ard Daytona USA 
arrived respectively, which played a key role 
in shaping publi perception of the machines. 
Ridge Racer's PlayStation release was an 
astonishingly close conversion, while Daytona 
USA's low frame rate, pop-up and letterboxing 
dei nothing to dissuade Satum doubters. 
‘Though arcade ports would stil prove 
popular for the duration of tne generation, 
the ablity of the new consoles to provide 


> 


‘SPLIT/SECOND: VELOCITY 
1m BlackRock Studs racer allowed payers 


totrgger trackside ccastersmid-race to 


2008 


BLUR 


The original inspirations for 
Burnout were the film Ranin 


Rendezvous. Both showed 


driven hard on the city streets of 
Paris, The boost mechanic came 


and myself had at EA Canada in 
and came close to buying it. A 
very smart guy called Hanno 
Lemke questioned us on why 
into traffic, He challenged us 
player. From that meeting, we 


came away thinking ‘the more 
dangerously | drive the faster | 
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Alex Ward, 
‘a aa Criterion Games 


We'd finished Paradise when 
Need Far Speed Undercover 
came out. | was reading Edge 
magazine and it scored 3/10. | 
emailed Frank Gibeau at EA and 
wrote something lke ‘three out 
of ten is a disgrace. You should 
give that to us, We'd love to do 
real cars and we'd love a crack at 
it’ I wasn't expecting a response, 
but tan minutes later he called 
and said, ‘OK, it's yours’ 
Originally | wantad do a very 
social online-only car game, 
but people didn’t believe in it 
and early prototypes were poor. 
‘We decided to cut our losses 
and really give the company an 
obvious winner - which was Hot 
Pursuit. So we went back to the 
roots high speed and cops. 


French short film 


9 cars being ragged and 


meeting Fiona Sperry 


100, They liked the game 


‘would drive head-first 


itrewarding for the 


= Bade Many egendarydvepershave varied anrseng 
ees rer yur Cush USA ned by age Ja, 


SONIC & ALL-STARS 
RACING TRANSFORMED 
Sinai cunlatar aor ah eel 


: Z 


th courses that could be demolished and loded, 


2010 2012 


© 


‘mizarre Cresonsatempted to reve arcade 


‘compete 


nessin the 
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ee ee eee 


3D opened the door to make the 


handling models more advanced 


D> simiar visual experionces to arcade cabiness 
Ushered in new era of prominence for console 
racing games. Psygnosis's ant-gravty racing 
game WipEout was one of the defining tiles 
ofthe PlayStation launch, combining weaponry 
and sophisticated handling with licensed music 
anda gritty industrial aesthetic designed to 
appeal to older players. Nintendo employed 
2 in the 1896 N64 release Wave Race 64 
to provide a ballavable sensation of racing on 
‘water, something which had been dfficut to 
achieve with sprites. Also on the N64, Rare 
utlised the space afforded by 3D to add planes 
to Diddy Kong Racing, ane of the eariest 
games to innovate in the kart racing subgenre. 
Despite being a genre with a ong history, 
arcade racing has continued to evolve into 
the new milernnium, Soga's Crazy Taxi 
replaced fixed courses and checkpoin:s 
with a huge cty filed with customers that 
dlesporataly neaded Kentucky Friad Chicken, 
but eschewed on-track compettion in favour 
of high score competition. The incredibly 
ambitious Dreamcast game Metropolis Street 
Racer had a unique approach to tack design 
with the developers accurately recreating 
sections of London, Tokyo and San Francis 
‘and designing citcuits from tho stocts. It 


‘also introduced a skil-based points system, 
‘which rewarded styish driving while penalsing 
careless racers. 

In the arcade, depth has been added to 
games such as Sege's Intal D and Namco's 


ivse Vous acingwas eet gue ice 
Sovctan anor ang,t2usng Ds dye ve 


Wangan Michight with the use of save 
cards. Cards are dispensed from the cabinats 
themselves and alow players to save story 
progress and tuning options, with the goal 
being to buld the best car to take on other 
players in head-to-head races. Other games 
such a8 Raw Thrils’ H20vercve and Namco's 
Dead Heat alow players to input @ PIN, 
Which saves progress to the machine boing 
used. The last decade has seen a number of 
popular coin-op series revisited, with 2003's 
sublime Outfiun 2 acting as a standard bearer 
for high quailty revva’s. Retaining the forking 
roads and iconic tunes of the origina, the 
game introduced highly satisfying drifting to 
the series. The Outfun 25P upgrade added 

a whole new set of 15 stages, and received 
‘xeallant home ports as Outftun 2008: C 

2 Coast and Quiflun Online Arcade. 


ne of the leading lights of the 
(genre in recent mes has been the 
Bumout series. First atving in 2001 
(on the PlayStation 2, the original 
game introduced its signature boost mechanic 
that encouraged players to take risks by driving 
into oncoming trafic, getting dangerously 
close to opponents and, of cows, drifting if 
the player messed up while building boost, 
the result was a spectacuiar crash, completo 
with damage to the car. Crashing was brought 
to the fore for Burnout 2: Takedown, which 
focussed on combat without giving the player 


[Dreamcast Wat provie epparncesorhage 
iumpsi ides spe i Thin 


Special thanks to Alex Hood at Fun Central arcade in Bournemouth for her help with this article 
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\weaoons. Takedown could be achieved by 
ramming the opponent int @ wel, nudging 
them into vafic or even lancing on them from, 
jump, Bumout Paradise provides the most 
impressive contribution to the genre ina very 
long tine by implementing an oper-world 
structure ina gore that has historically boon 
confined 0 closed czcuts 

The racing envronmant has soon exploration 
‘2s a design space, too. Early Witte Excite 
Truck included power-ups wich atered the 
landscape, atowing players to create huge 
jumps o launch opponents into the air. Black 
Rock Stucio’s Spl/Second: Velocity gave us 
anew approach to combat, lowing players 
control ever serpted environmental disasters 
to wack opposing racers and open up now 
routs. Sone & All Stars Racing Tanstomed 
‘so features mid-ace track changes, with a 
partcully memorable Skes of Arcadia circuit 
seeing players take to the a asthe roads are 
destroyed by the bockground bat 

Whi arcade racing games remain popular 
at home, they are one of the dominant genres 
for now arcade releases. Steve knows tis well 

‘Sumo Digtals Sone & Sega Al-Stars Racing 
made the rare leap from console to arcade in 
2011. When askod to explain the continued 
appeal, he finds it easy i explain. "We've 
come full cise, but it's sila tl to sit down 
in a fultscale arcade cabinet, force feedback 
‘whee! inctend, suround sound blaring out and 
a huge screen projecting the vack blazing past 
You Who doesn't ke to go fast?” 


AIPS3 ie 674 Roca charac 
lastakers, ih sharply 
ep back and rts 
» Featured System: PS3 


» Year: 2010 

>» Publisher 
Games 

» Developer: Rockstar 
San Diego 

»»Koy People: Dan 
Houser (writer) 
Daren Bad 
(artdirector, 
Rob Wiethotf 
(Woice of John 
Marston) 


6O DEEPER 


Rockstar 


inthe city 
The original Red 
sad Revolver 
wasinitialy 


Rockstar 
picked tup, 


RED DEAD REDEMPTION 


Rockstar Games 
managed to craft 
the greatest of 
open worlds, as 
wella mature and | 
accomplished | 
narrative that | 
reignited the 
unfashionable 
Western genre 


a 
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THE BACKGROUND 

The most publicly notable part of Red Dead 
Reclemption’s journey to completion is the fact it 
\was announced in @ largely different form alongside 
the PS3's messy unveling during E3 2005. It was 
informally referred to as a sequel to 2004's Red Dead 
Revolver, some aspects of which made it into the far 
more ambitious sequel, notably the Dead Eye slow. 
‘motion combat mechanic, 

The goal was to capture the essence of Westerns 
fon a pure wish fulfiment lavel, ereating an open 
‘world backdrop that could enable every archetypal 
experience that 2 fan of that gene could ask for. Part 
pastiche and part expansion of Rocksta’s existing 
sensibilities with creating open worlds — the latter 
skll honed by the preceding tite GTA IV- the New 
York Times claimed that Red Dead Redemption 
cost almost $100 milion to make, an investment 
that vastly outstripped most of Rockstars industry 
contemporaries at the time 


| 


It was @ gigantic risk, really, considering that the 
Western had mare or less remained dormant within 
videogames (and the wider cultural landscape} for 
many years ~ the original Red Dead Revolver only 
sold 3 milion copies. No small number, of course, 
but a follow-up of Red Dead's scale had to do a lot 
better to justify that size of investment. It did. With 
13 milion copies sold, Red Dead asserted Rockstar's 
dominance of the open world genre beyond GTA. 


THE GAME 

A great open world has an effect on the player 
beyond spectacle and size. To consume houts of 
your time while you explore with no goal, enjoying 
the sunsets, creaing gameplay moments of your 
‘own across snowy mountains and wildife-populated 
deserts, Red Dead Redemptions sandbox was simply 
years ahead of its compettors. While Rockstars 
‘output is contentious among some as to whether the 
publisher's games deserve such extraordinary levels 


FUTURE CLASSIC: RED DEAD REDEMPTION 


Open season Man of war, man of peace _ Mexico and José Gonzalez _ Horror comes West John Marston 


Beyondthe single-payer, RedDead's led Dead was sod asthe pursuit of | Red Dee's most taked about Of the all the people who awn Ried Rcb Weethotf put in a landmark 
multplayer bult upon the GTA JV acrminal Yet, the heme s utimately moment comes when Marston Dead wewonderhawmany sampled performance as Jomn Marston that 
template of opening up the entre of a man unable to escape his past enters Miexiea, and the astonishing the generous DLC Undead Nightmare, showod how far ahead of ts time 
map, dating forts ane other areas of mistakes, a8 John Marston's oulaw — tansiton to this other lng with an whch adds a whole hartocthemed Rockstars with ts startling His wry 
interestto give stucture othe chaos, fe haunts him tthe el ‘onginal rack by José Gonzsie {and amazing) campaign foramere €7, _putslowns were very wel writen als, 


[P58] By thet aetof the 
he youve unfeked West 
Elsbeth whch stds sal 
Take and mountain ange 
the ros szed ma 


“lishighs are subtle, 
[P52] There ae few blak spots inthe wilderness du to btuniqueinthat 
Fed Deus complex canter and tandan vers, 6 Senie insmenest 
‘eclings of beauty 
‘ond bance 
360 
Score: 3/10 
ADR st perfect 
there are some 
contalissues 
to navigate, and 
sometimesitie, 
Unclear what 
[P52] Red Deus wel-acted ana baoty yeiten est 
Sova John Marston's sary a genuie ee. 


of praise, its ambition with Red Deadlto create an open ‘and lasso any NPC gives you constant impetus to Marston, as well a those who he encounters, that 
\world that permits every kind of Wit West fantasy emain in this werd, to play with the possibilities coffers @ whole other layer of investment for the player 
_goes far beyond what even its own GTA series hed outside of the story missions. This is balanced by @ that 2 typical narrative-diven game coultht hope 
previously accomplished smart morality system that declares you an outiaw or ‘oreplicate, 

Hore, we have a gigantic world with its own ‘champion based on your actions ~ consequences, to 
‘ecosystem, random events and RPG-infused depth to bring weight to the chaos. Why IPS A FUTURE CLASSIC 
Unravel. John Marston's story is technically set on the ‘The environment feels handerattad, rather than big Red Dead Redemption represents a high pont 
American Mexican border, yet it compresses elements ‘or the sake of it Let's say you're outin the middle of a in sandboxbssed game design, storyteling and 
of the wider Amercan wilderness into one massive dlesert and you've narrowly survivedan encounter with Ccontamporising the Western for today's audience, 
summary ofits most visualy diverse areas. Traveling ‘wolves, just as the golden sun sets behind a wounded Inspired by Unforgiven, Tombstone and many other 
‘across the work, your knowedge of John Marston with his horse in the distance; you own cinematic sources, i's the high point of Rockstar's 
each region is formed by recognising that moment. That set of ccumstances and ‘ongoing efforts to deconstruct America’s cultural 
landmarks and rock formations — no bizarre sequence of events may never happen identity, as well as a videogame built on so many 
svetch of land fools wasted, I's the Jagain, yat Red Dead Redemptionis astonishing sophisticated systems that it always offers a 
interactivity with this impressively in thatit'lthrow many more as dramatic in your compelling reason to come back 
constructed locale that makes Red ‘directon - and they wala belong to you, too. Rockstar is about to release Grand Theft Auto V, 
Dead so compeling, however, Yet the factor that underiines the success of which will exceed the size and dotal of Red Dead's 
‘and ahead of its tme within those moments comes in the portrayal of world considerably. Yet i's the amazing effort to 
8 gene that is stil mostly 2 John Marston himself as a sad-eyed, cteate a convincing period piece that will aways 
restained in the way you can 2 symoathetic and tragic figure being set Red Dead apart from the company’s equally 
affect the surrounding world manipulated into erasing his past compelling sister series — this isnt simply GTA with 

Being able to hunt anyshing mistakes by a force of questionable a Western theme slapped on, It's part homage to a 
board every train, start a ‘ > morality. Rockstars scriptwriting comerstone of popular culture, part reinvention of a 
shootout in saloons, dul with Bis industy-bost, and it's tho genre that Rockstar itslf pioneered, and a distinctive 
strangers, anger wid creatures Iemuttidimensional depiction of ‘work that'll remain influential for years to come 
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Featured System: 
GameCube 


Year: 2005 

» Publisher: Capcom 

2» Developer: In-House 

Key People: Shni 
Mikami, Direct 
Hiroyuki Kobay 
Producer 


GO DEErER 


2 Hideki Kamiya 
evil May Cry started out 
‘asacenceptfor Resident 


c 
‘Shinji Mikal took over 
the show, 


RESIDENT EVIL 4 


Despite its action 
focus, we find out 
what made Resi 4 

an enduring horror 
masterpiece... 


[Gamecube] “Wath ut 
forthe ta ae Hey 
Yaunaice at cuss 

tot Wa armel 


a 
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THE BACKGROUND 

‘twas to be the final Resiciont Evil Five years in 
gestation, evolving through multiple forms, it was in 
danger of losing semblance to the tilogy that went 
before, Even today thare ara fans of the series that 
‘eel Resident Evil4 was too much af a departure 
{white still bemoaning the awkward controls of the 
originals). Yet, with hindsight, Resident Evi 4s, 
regerded as not only the best of the bunch, butalso. 
‘one of the greatest videogames ever, claiming an XI 
Attaché Case ful of awards. 

At tho time of ts GameCube release in 2006 
Capcom's survivalhorror saga was facing challengers 
fomal sides. Konam’'s spooky Silont Hil had reached 
its fourth instalment with the hallucinatory The Room, 
‘there had been two Fatal Frame outings from Tecmo 
with a third on the way. Hideki Kamniva's traibiazing 
‘Styish Hard Action’ Devil May Cry had been cutting 
everybody's work out since 2001 

News of Shinji Mikami being back atthe helm 
combined witha five-year absence reminded gamers 
how hungry wo allwere for a comeback. And with 


Japanese horror becoming fashionable through movies 
such as Dark Waterand One Missed Callthe stage 
‘was wel and truly set. 


THE GAME 

Peering over the shoulder of Leon $ Kennedy, jogging 
‘down a countryside track, we are thematically, 
‘geographically and mentally very far removed from 
Raccoon City. Exposed in the open, in broad daylight 
‘no less, this doesn’t feel ike Resident Evilatall~not 
‘yet, However, there is something eerily compelling 
about the found-footage Eighties video-nasty vibe to 
proceedings that, okay, this is already scary. 

\We remember thinking, upon our first playthrough of 
RE almost a decade ago, “| wish this guy would just 
_get out of the way...!" A pseudo first-person approach, 
‘with its tactical aim bolted on, was a giant leap out of 
the magnet boots experience of Resident Evil 1-3, Yet 
‘during the 18 hours or so it takes to reach the end of 
Leon's presidential mission, deliberate and measured 
action is something that you leam to appreciate, Sure, it 
seems odd that Special Agent Kennedy is unable to run 


‘tetped fight neo 
‘hows ra theres rie 


‘and gun, dive and shoot. For Resident Evi though, 
‘works. You can keep your Wii contro’. 

Intl the striking thing about Resident Evi 4 was 
how we were seeing Resident Evi: Remake quality 
environments in real ime, and added to that so much 
freedom avaiable to make tactical choices in these 
environments, Dealing with this kind of overshadowed 
the Los lluminados narrative for a whi... a least unti 
the point that the Ganados (infacted Spanish vilagers} 
started sprouting tentacles fram thar necks. 

Capcom's design and! animation is exemolary 
throughout this trek that takes in six chapters across 
three main aots. Equally admirable isthe cfficulty 
progression, something ofa lost art, which keeps 
players in sight of hope no matter how many times the 

"You Died” message is smeared across the screen, 

Managing the contents of Leon's attaché case, 
deciding between precise distance or close-quarters, 
rapid-fire arms, becomes an obsession al by tse 
Considering which weapon serves best versus specific 
enemy archetypes becomes seltxewarding in time 
for our frst incredulous encounter with El Gigante 
[mountain of a mutant man}. Briefly, on the subject of 
El Gigante, quicktime events are biillantly integrated, 
“They especially make chapter 4-1's Verdugo boss battle 
aheartin-mouth experience, butin every case they're 
Unobirusve, logical and keap us on aur toes. 

Retuming to Rasidont Evil4 after such a long 
sojoum, i's surprising how entertaining it 
after dalving with Gears Of War or The Last Of Us 


[GameCube] Rushing down 
(isatenedenemesto ae 
acing avey we 
iene 


FUTURE CLASSIC: RESIDENT EVIL 4 


(GareCube) Auek Rit 


Wee kept guessing as to who the ultimate evilis 
‘among Bitares, Salazar, Krauser or Lord Saddler. Their 
respective minions are among the most imaginative 
lever to grace a monster hun 

In the tradition of saving the best part untl last, boss 
battles —in particular Salazar — are simply out of this 
‘world, Whether trying to land the world's biggest fish, 
dazing a cistorted skeletal piast, aiming for the heart 
cof a dwarf amid writhing tentacles or dashing between 
ccllsnsing patforms buying time to flee Plagas- 
powered fiend, these are frankly astonishing scenes 
that have rarely been matched nor bettered 


Wit 1S A FUTURE CLASSIC 
In showing its age, rather than being @ negative, 
Resident Evi 4 presents one of its greatest assets: that 
it proved so influential, it raisod the bar in production 
values, wrote the book on ‘How to QTE" though it 
id’ invent the mechanic), and gave Enic Games halt iB ek 
its bluaprnt for Gears Of War— the other half being 
Nameco's cover-based shooter Kill Switch 

The visuals, maxed oul at 480p, are more than 
‘a match for most games released a decade down 
theline. Indeed, the fuzziness combined with the 
subdued colour palette, add to the distinction. Here 
is a colossal adventure for starters, around 
20 hours average, but it's just as enjoyable 
to revisit after setting upon a praferred set 
of tools and tactics. A masterclass from 
Shinji Mikami. 3 


[GameCube] Chose the 
rile and yu can sip tthe 
uy wating for Lon atte 
endct hs ine 
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THE ULTIMATE GUIDE TO 


L jaunt =. -Land remains one 


of the most unusual of the iconic videogame 
character's arcade outings. We discover why this 
Pac-Man sequel had legs. And a hat... 


esl Thee ways an nek yu eth ke veda Th cast sets ube ac eealectiny lke et 
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‘swe sit down to tackle 
Pae-Land for the first time 
since it caught our eye 
nearly three decades ago in 

arcade, one thing that strikes us 

is how much it resembles an interactive 

version of the Saturday morning 

cartoons of our youth. From that insanely 

‘catchy jingle (taken from the Hanna 

Barbera animated series that inspired the 

game) to the lovingly rendered sprites 

and colourful scrolling backgrounds, it’s a 

‘of Eighties coin-op eye-candy. In fact, 

it’s probably the first case we can think 

of an arcade game based on a cartoon 
based on an arcade game, if you get our 
drift. And as we journey deeper into Pac 

Man's cheerful homeland, the other thing 

that occurs to us is that there's a familiar 

feeling about all this that we've definitely 

‘experienced somewhere else, with a 

couple of Italian plumbers rather than an 

anthropomorphic yellow blob and a bunch 
of coloured ghosts. But more on that later. 


ut ITE GUIDE: PACLAND, 
a F 


iii 


1 eae] Oe fe ing hat pasar 
hate ed dvr han ean 


‘The original arcade game was in some 
ways a bit of an oddity, a sequel that 
completely switched genres from the 
abstract maze games that came before it 
to. scroling action-adventure, in a cabinet 
that didn't even feature a joystick controler. 
Instead players were presented with a 
couple of buttons to run left or right and 
another to jump, simplifying things even 
further than the four-way control scheme 
of the original. And that's it. in Pac-Land, 
ur power-peliet popping hero's main task 
is simply to run from loft to right, really fast 
‘And after he's dropped off a friandly fairy 
canrily hidden under his hat, turn around 
and run the other way to reach a weleome 
intermission with Ms (now Mrs?) Pac-Man, 
JrPac-Man and a couple of Pac-pets 

‘A good analogy for the game would be @ 
‘sort of eross between Hunchback and Track 
& Field, with Pac dodging various hazards 
including a whole town ful of ghosts who 
have taken to driving cars and piloting 
anroplanes, and jumping obstacias 
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D> like fire hydrants, cacti, quicksand and 
humungous water jumps, The last feature 
is where the Track & Field influence comes 
in, as you double-tap the run button to get 
a good burst of speed, hita springboard to 
make the leap and continue to frantically 
button-bash to ramain airborne, And i's a 
lot of fun, if tad frustrating when you fail 
and end up in the drink, Daley Thompson 
never had to put up with this sort of thing, 
Wsall very simplistic of course, but that's 
part of Pac-Land's charm, Namco’s three- 
button mini-adventure is a master-class in 
designing an easy-to-learn but deceptively 
challenging coin-grabber.It lures you into @ 
false sense of security with its kid-friendly 
environments and jaunty melodies, then 
elobbers you with a tight tima-fimit, tricky 
jumps and even a few devious 
puzzles. And then there's the 
ghosts, one of which, 
Sue, chases you 
through the 


frets Ales 
PaeLand se 


oe =i 


entire game, killing you outright if you 
hang around. Others drop baby phantoms 
‘out of windows and aircraft, or pilot flying 
saucers in awkward circular patterns above 
you. Luckily, this being a Pac-Man game 
they have the Weakness of being chomped 
‘once you grab a power-pellet. But it’s your 
only reprieve in a game that’s constantly 
stacking the odds against you, especially 

‘on later ‘trips’ (the game's terminology 

for levels) where double-tapping that run 
button and putting your litle Pac-legs to the 
metal is your only hope of reaching the fairy 
kingdom intact. There isn't even a continue 
‘option —lase all your lives and it’s back to 
the ttle sereen, although you can select later 
levels at the start. 

(One of Pac-Land's joys is how breezy it 
feels in every playthrough, Each ‘trp' is split 
Into several bite-sized rounds punctuated by 
reaching a church (the Pac-folk would seem 
‘to be a religious lat) and a ‘Break Time’ sign, 
which usually takes only a minute or $0 to 
reach. A running Pac can leap a lot higher, 
meaning maintaining your speed and timing 


your jumps without slowing dawn is key. 
‘And making it unscathed through a round 
at full tit, noshing bonus fruit and hurdling 
ghosts and fire hydrants lke a professional 
Pac-thlete is tremendously satisfying 
Probably the most enjayable bit comes after 
reaching the Fairy Queen's flower-border 
when she grants you a pair of magie boots. 
These let Pac jump in mid-air, meaning lots 
of fruity bonuses as you sail above those 
pesky water traps and ghosties on the way 
back to your Pac-family. Watch out, though, 
as some return trips deliberately give you 
just enough time to reach a power-pellet to 
fend off a pursuing Sue. Sneaky old Namco, 
We also rather like Pac's newfound 
obsession with hats, which links us nicely 
into taking about the fun little secrets in the 
‘game: Early on, jumping on and pushing 
fire hydrants in the correct order awards 
you with a protective helmet, which is 
handy for preventing death by falling baby 
ghosts, awarding you bonus points 
inthe process. There 
are level 


A SHORT HISTORY OF PAC-MAN 


Aselection of Pac-Man's best and worst moments 


Ms PAC- 
MAN 


Regardedasan 
improvement over the 
crigiral Me Pac-Man 
beganasacionecaled 
‘Crazy before Names 
Picked up the rights 

from General Computer 
Corporation and Midway. 
‘Thegame eatured 
more nteligent ghosts, 
‘moving frit andthe frst 
appearance of Sue. 


PAC-MAN 


Torulwatans seminal 
arcade mace famously 
came tohimater seeing 
apzzawihaslce 
cutout ofits side. The 
‘game tha started the 
franchise introduced us 
to thedelights of dt- 
qualing, ru snacking, 
ower-pelets and the 
pesky ghosts, each with 
3 diferentbehaviour 
alter and personaly. 


PAC-MAN 


This wasa second 
_attemt by Bally Medway 
tocashinater Ms Pac- 
‘Man became isbest- 
sling coin-op, Apart 
from bing faster, giving 
the monsters uy hats 
and ticking ncansof 
Coke for Pact dink, Eke 
‘Super Pac-Man, it was 
nowhere near as popular 
_asits feminine prequel 


SUPER-PAC 
MAN 
Namco'sirst rue sequel 
asa disappointing air 
thatmessed withthe 
honed gameplay ofthe 
prequels, removing the 
dots and eluteringupthe 
playfield with superiuous 
tems. These included 
eyathathad tbe eaten 
toopen doors and power- 
pellets that ripledhissize 
and gavehim an extra 
burstofspeed, 


Eel 
etn ds 
ee vay nd 
oe — |: ee 
Road ee 


rPac Manhad mates 
PAC & PAL 


that were sobig thatthe 

BY screenhadto serallas 
youmoved around. The 
lack o escape tunnels 
and inability tee the 
hosts at al imes made 
‘avery ifieult game, 


Onectthe wader ot 
Names sequels hist 
2 Pac Mangare without 
dacestngorpowerils 
wth Pacealeetng 
Playing cards andheys 
toscesscalectabie: 
‘Throughout the game 
healsohadto compte 
withhiss-callepal a 
bug-eyedgreenbeb ho 
‘constantly ried to make 
cf whist oot, 


The wonderfully colourful 
PIXEL PERFECT characters of Pac-Land UFO Ghost Plane Ghost \ 


-  # 


AX TT we a 


ae | 


Pac-Man Cherries Strawberry Window Ghost Chomp-Chomp Cactus 


em. we 


Sourpuss Fire Hydrant Apple Peach Fleeing Ghosts 


Ae &) 


Baby Ghost 


Pogo Ghost 
so 


Ghost Car Power Pellet Jr Pac-Man Fairies Ms Pac-Man 


rather than conrling 
Pacdiectly players 
Used singshot armed 


PACMANIA With plletst interact 


“Artving thre years ater 
PacLand his was a FY sawPacMan gobbing This sequel saw the 
graphical reinvigorated his way through a = reumofTorutwatani, 
retumto the orginal 30platformaquestto 

concept, with isometric rescuehis family rom 

playfelds and pleasing his host adversaries, 

30 rendons of Pac and Though derivative of 

Co. Pac-Man wasnow eater games tke 

given the ability to jump Sonic and Mari 61 

‘over ghosts, but as with had plenty fr Pacfans 

JePac Man, te sraling joerjoy.ondwas 

smadeitmuch harderte (SCD ‘successful enough to 

avoid beng caught. spayntwosequels, 
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SHARP X68000 


PAC—-LAND C 


Unsurprisingly, Pac-Land turned up in an impressive number of ports... 


‘n Sharps Japanese super-computer,Pac-Land 
looks and plays tke a rear, wth proper joystick 
‘control for Pac. We actualy prefer this tthe can 
2p, 5 the water jap seer a atless fy to get 
_acress now making for amore enjoyable game. 


AMIGA 


‘You'd :hink that he Amiga port would be superior 
to the C64 version, eh? Surprisingly wil the 
Chshad lovely smooth eeoling and near-perfect 
‘controls here everything's way to judderyto be 
‘much un. Areal wasted opportunity. 


wean 


SPECTRUM 

‘The coin-op colourful vistas were alvays going 
toproblematicfor the Speecy, ands with the 

‘Amstrad version, tended up being aflck-sereen 

adventure 'smore Uke Dizythan Pae-Land and 

Lnlessyouhave 128K there's no music ether 


FAMICOM 


Pac-Land ever made tote Westerised NES 
‘console, remaining a Japan-only release onthe 
Famicom playin, but surfers from bland 
looks and avkward corres that used the butions 
torunlet and right and the D-pad to jump. 


PC ENGINE/TG-16 
Although far superior othe Famicom outing, the 
Turbobrati-6 version shares the Famicom's daft 
conrol scheme, but thankful there's an optionto 


change te lever contra 
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‘Almest as good asthe X68009 port, 


hich is much better 


> warps and bonus lives hidden in tree 
‘stumps and cacti to discover, and even the 
ability to turn invisible and invincible to 
Inky, Pinky, Clyde and his gang. Extra fruit 
_and collectables can also be summonad by 
jumping on certain items and areas, and 
‘even the Flagship from Galaxian turns up 
‘as a bonus iter. There's certainly plenty of 


“scope here for players interested in upping 
and perfecting their high scores, as with the 
‘earlier Pac-Man games. And there's a nice. 
amount of variety in the stages, from towns, 
forests and deserts to castles where Pac 
needs to pick up keys to progress through 
Jocked doors —later on these are played in 


Alan Ogg 


complete darkness with a torchlight effect. 
‘around Pac, Lucklly these castle areas are 
always skipped in the return trips, 

The home computer and console 
conversions of Pac-Landare a bit ofa 
‘mixed bag, with the frantic button-bashing 
of the coin-op translated to desperate 
Joystick-wagaling over those water jumps. 
Inthe UK, publisher Quicksilve was lucky 
‘enough to grab the rights from Namco, 
leading to the C64, Spectrum, MSX and 
‘Amstrad CPC ports, converted by Scottish 
developer Gannon Designs, Despite a few 
‘tweaks, ike the inability to jump on the 
heads of the ghosts, the C64 version was a 


661 think | got the easy gig as the C64 hardware 
was so straightforward to program 99 


standout. The game was never as popular 
‘a the original Pac-Man, but Pac-Land’s 
legacy is more important than you might 
think. In our interview with Pac-Man creator 
Toru iwatani backin issue 61 of RG, he told 
tus that he fet the game which he was 
also involved with — pioneered horizontally 
‘scrolling arcade games, something perhaps 
‘evident in later titles ke Ghosts ‘N’ Goblins, 
‘Alex Kidd and Wonder Boy. And according 
to watani, Pac-Landfs biggest accolade of 
all was that itinfluenced Shigeru Miyamoto 
to create Super Mario Bros, Not a bad 
pedigree for a game based on a Saturday 
‘morning kids cartoon... 


PLAYSTATION 
PaccLand appears onthe Namco Museum 
Volume cornpitation with cult shooters Grdyne 
and Assaultarnong others, makingit a good 
Investment for areade afcionados. Be sure to 
change the Famicom-style control system. 


AMSTRAD CPC 


[Abita missed opportunity, as the CPC port 
looks aenice asthe C64 version and sports 
‘equally good musi. Buti lacks the Commodore's 
seroling, being cut downto aseres of single 
screens, ands noticeably sluggish to ply. 


We get the feeling that the shoddy Amiga 
port was converted from ths version, both 
being codedby conversion out Mr Miro 

rather than Gannon Designs, also features 

the same ropey character animations. 


ULTIMATE GUIDE: PACLAND, 
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Behind th f 
AILAIM OGG tresrestcecpon 


How did 
Gannon 
Designs end 
up working on 
the Pae-Land 
conversions? 
Negotiations 
for doing 
Pac-Land were concluded 
before | joined Gannon Designs 
so the kudos for landing the 
contract would be down to 
Martin [Gannon]. | got started 
on a version of The Hunt For 
Red October but that fell through 
before we really got into it and 
| got pulled in to help Martin, 
finish off The Tube so we 
could get started on Pac-Land. 
only worked on coding the 
C64 version, although we all 
cooperated on the playability 
aspects across all the platforms. 
To be honest | think | got the easy 
gig as the C64 hardware was so 
much more straightforward to 
program than the others, 


How much support did you 
receive from Namco during the 
conversion process? 

We got no help from Namco 

at all except a photocopy of a 
‘manual written in Japanese, 
which I saw only once. All we 
hhad was one arcade machine and 
it got hammered to death while 
We mapped the game out as best 
we could by playing it constantly 
‘Some people might think that 
getting paid to play videogames 
was some trip but just try playing 
the same game for hours and 
hours, day after day and the fun 
soon wears off. 


A few of the levels and secrets 
from the arcade game were 
ably absent in the C64 
version. Was this because of lack 
of time, or wanting to get the 
‘game into a single load? 
Some trips were omitted 
because of time pressures. 
‘Space was tight though, and 


‘even with what we did get done 
that 64K of RAM was literally full 
to bursting and we had no desire 
to do a mult-load off tape, We 
‘ended up having to compress 
some of the sprite and level data 
‘and were even using the 6502 
stack for running code in, which 
was really pushing our luck. Even 
the tape loader over-wrote its 
‘own cade at the end of the load, 
Leaving out the standing on 
ghosts was Martin’s call but 
again it was a time thing. Since 
the pushing the hydrant thing 
for the hard-hat and tree-stump 
level jumps were pretty tricky 
to do ~ almost like Easter Eggs 
they were left off the must-have 
list til nearer the end and you 
know how that went. The coding 
would have been similar to how 
I did the quicksand but | suspect 
we'd never have been able to fit 
them in anyway. 


Did you come up against any 
problems or technical hiccups 
during the conversion process? 
The main technical challenge 

‘on the C64 was getting the full 
screen, sideways scrolling to look 
‘smooth. All the sprite position 
updates had to happen during 
screen fly-back, which is when 
the video beam jumps from the 
bottom of the screen back to the 
top to start redrawing the next 
frame, but that also triggered the 
music and sound effects, and 
there simply wasn't enough time 
to do the scroll in one go without 
getting a screen glitch. 

Lack of space was the other 
huge challenge and it also 
pushed us to use 40-column 
text mode, which meant all the 
‘graphic backgrounds had to 
be designed using custom text 
characters, and | was amazed at 
how well that turned out. | was 
very proud of what we produced, 
‘especially given my lack of 
games experience, and was well 
chuffed with the ratings it got. 


Inkthe\chai,with= 


GRAEME 
DEVINE 


As a 48-year-old, you would have seen the early 
days of computing. When did gaming become a 
art of your life? 
it was when | was in school. My dad brought a TRS-80 
home from workin 1978 or so. Now, atthe t 
was Battlestar Galactica, which | loved. | 
‘make a movie of it and so | got the Revell model Kit and 
‘made the Viper, went to school and cut the front covers 
‘off some National Geographic magazines to get the 
starry background | wanted, | put itll into a cardboard 
box, put the Viper up and got my 35mm camera. | took 
1 bunch of pictures and | was really excited that it would 
‘come aut and look lke it was in space but it came out 
looking ike crap. That's when | thought to myself 
‘could do this on @ computer’ — that | could just mab 
the fm on a computer on the TRS-80, So I learnt how 
fo program the 780 in assembly code, 


How did you learn to program? 
By looking through Byte and Personal Computer World 
‘magazines. | slowiy art how to reverse engnoer the 
ROM and | programmed a game called Space Junk 3D, 
Which had these spaceships that would go across the 
screen in two dimensions but had a three-frame, three- 
dlmensional attack. You had to press the space bar at 
‘the right time to make the spaceships blow up, none 
frame of animation. To me that was just awesome: four 
frames of animation total 


210% raer' enforce pris 


Did you sell the game? 
{Poe orton ohane comprar te g 


cl. t was my first game on a TRS-£0 and | sold 
tr Copies to my friends, soit was a massive seller. 
Actually | think | just gave it to them. But it was the 
start and my introduction to Z80 assembly code, 


What other computers did you use? 
‘Wel the Sinclair 2X80, the ZX81 and the Specvum 
‘came out and those had Z80 processors in thom as 
wel soit was natura for me to learn to program those 
‘as wall, | made a software assembler called Soft Mon 
and then | made my first game, which was called 
Firebirds that was published by Tim Langdell at Softek 
Software. | was maybe 14 oF 16 atthe time and it 
became quite 8 reasonable hit 


Were you proud of it? 
Looking back, it has ts charms. it was kind of based on 
Galaga and Phoenix, it eared me my very fst royalty 


Meet Graeme. An intelligent model student who created a game for Atari and 
found his life turned upside down as a result. But, as he te’ 

moment he al himself in trouble proved to be the making of him. 
More than 30 years on, he has no regrets 


us here, the one 


cheque: | remember getting £654 and it was enough 
10 go and buy a Sony CDP 101 CD player, which was 
Just brand new that month. | remember waking into 
some high-end auido place to go and buy this CD thing 
| was a grubby teenage kid and there was all these rch 
‘people looking at the ting and umming and ahhing and 
ot going fort because there was no content atthe 
time. There were two CDs you could buy, you could 
buy Jean Michel Jare's Oxygen and Beethoven's Fifth. 
| took out my £600, put it down —‘givo me that. twas 
‘quite a moment. can aso say, at one pointin my ie, 

| was one of the few people on the planet that had a 
‘copy of every single CD on the market 


‘As a teenager programming, were you thinking 
“yeah, this will be a career for me in the future’? 
No. | was stl thinking towards university and 
computers were jst realy i their infancy. The 
Spectrum was awesome but it didn’t seom lke that 
‘was my career path at that time. | think ike most 
‘6:year-olds, youre not quite sure what your career 
path is going to be, but | started io get more and mare 
involved in that word and going to ECTS. | met Jeff 
Minter and hung out with him and made more anc 
‘more fiends — fiends | stil have today. 


‘So it was quite a compelling scene? 
‘The time when that very frst band of people were 
making games was extromoly good. We were sharing 
stuff and encouraging each other. They would frankiy 
tell you when stuff was crap. Itwas a fun time butt stil 
cid’t seem clear that it was my career path, 


But did you feel 
‘of something? 
| think so think that was clear among everyone 
‘because we were spending 24-hours-a-day 
programiming, It became my life. All| did was program, 
program, program, then lear and absorb and look at 
the computer magazines withthe Atari 400 and 800 on 
‘the front and salvate over them, 'd see how awesome 
‘Star Raiders was going ta be and | would wish hard that 
| would get the cash neecled to buy these machines. 


like you were at the beginning 


If you didn't get into computers, what do you 
‘think you would have done? 

Id have been an astronaut. laughs] | think that was the 
oy thing gotting that rst computor | don't think | 
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XCEL 

1m Xcelhae some similarities to Elle 
ona superficial level. tinwolved 
locating planet, guiding your ship 
to tandlandng, Butitwas actually 
shoot em-up, with an emphasis 
tan exploring new lands andblasting 
away alien formations Players 

had find 0instaliation planets 
created by aman-made race called 
the Sentinels, One 
controls and presentation reminded 
himof Pole Poston ~ but that, 
wasn't surprising perhaps given 
Graeme Devine worked on that 
gametoo. 


jeer sadite 


2mnillon sales 


SELECTED TIMELINE 
—————SSS)} 


mI FIREBIRDS [ZX Spectrum] 1983 

POLE POSITION [Various] 1984 

XCEL [Amstrad CPC, ZX Spectrum] 1985 

MBALLBLAZER [2X Spectrum] 1986 

METROPOLIS [PC Booter] 1987 

mJ RR TOLKIEN'S WAR IN MIDDLE EARTH 
[Various] 1988 

m TURBO CHAMPIONS [I 

SPOT [Game Boy] 1980 

SILVER SURFER [NES] 19 

lm WOLFENSTEIN 30 [Vario 

THE 7TH GUEST [Various] 1993 

DOOM II Various] 1894 

THE 11TH HOUR [Various) 1995 

mUNCLE HENRY’S PLAYHOUSE 
[Windows] 1 

MCLANDESTINY [Mac, Windows] 1996 

QUAKE Ill: ARENA [Various] 1995 

QUAKE Ill: TEAM ARENA [Windo 

QUAKE Ill: REVOLUTION (PS2} 2001 

lm COMMANDER KEEN [Game Boy Co 

DOOM 3 [Various] 2004 

AGE OF EMPIRES Il (Mac, Windows] 2005 

DOOM 3: RESURRECTION OF EVIL 
[Various] 2005 

HALO WARS [Xbox 360] 2009 

Mm FULL DECK SOLITAIRE [Va 

DOOM 3: BFG EDITION [Various] 2012 


Os] 1988 


2001 


‘THE 7TH GUEST 

1m Graeme hada firmbelf inthe 
rmecium of O:ROM and he was 
rather taken by the technology 
behind the CD-|in particular, His 
idea for The 7h Guestledtohim 
setting up Triobyte and the game 
became CD-ROM killer spp not 
least because the horrr story, 

told rom the perspective ofthe 
player, showed ambition and brand 
new techniques Is revolutionary 
graphs, ve actin vdeo clips and 
a point-and-lik adventure format 
was more than enough teary itto 


fat 


‘THE 11TH HOUR 

tm Since The 7h Guesthad sold 
sowelland hal been very well 
received by res and consumers, 
a sequel was inevitable. The 

11th Hour was set 0 years after 
the fist game andit continued 

is theme with puzze-based 
‘gameplay ittoak nearly three 
years to make and rarnped up 
the horror bu, thas to be sai, 
the plot was rather slow. Helping 
things along were treasure 
“sequences in which the players 
had to solve a riddle t find the 
right object. 


‘woud have bean in the games industry if it wasn't 
‘or that fortuitous event. 'd have been playing games: 
but | don't think I'd have been making them, 


Did you find programming much more enjoyable 
than playing? 

Yeah, think | stil do to a certain extent. | would 
program with that Sinclair Spectrum and eventualy t 
Atari and the Atari ST and the Amiga. | was picking up 
Fortran, stuff ike that. fl could put my hands onto a 
computer | would immediatly try to program td got 
games and press Convol- to break into them and look 
atthe stings to see how they worked 


‘Was it the actual structure of the games, rather 
than the actual games, that fascinated you? 

lke to look at something and think how would | do 
‘that? How would | solve that problem or get around 
that?’ Back then computers only had 16K of RAM or if 
you had the super duper one, 48K, but you really had 
to make everything run in 16K. The problem solving 
was very constrained. You only had @ cerizin amount of 
memory and you had to do itn assembly. 


Your work got you noticed and joined Atari at the 
age of 16, didn’t you? 

saw a job advert for Atal in Computing Today, | 
applied and | took a demo of a 3D road to Atan's 
headquarters in Slough. | got the job. The problem was 

‘was stil at school but they asked me to port Polo 
Position to hame computers. 'd soon find out that 
Atari could have a very direct effect on the health of a 
16-year-old 


Why, was it quite intense? 
They put a lot of pressure on me at one point to finish 
1e game so | had to take a week off schoo! to doit. 
‘When | came back | remember giving my chemistry 


CLANDESTINY 

Graeme decided he wanted 
tocreatea third puzzle game at 
Tllobyte and ths was it Taking 
‘major cues from the previous two 
‘games, continued he horror 
theme abet froma mare chld- 
friendly angle. As the tile suggests 
itwas ago set in Scotland 
Graeme's home county, although 
the accents couldbe difficult to 
understand a times, As expected 
‘though, the graphs were jaw 
repping and for thase whe had not 
played Trlobyt's other games it 
feitiresh toa degree 


A look at some of Graeme's key games 
that you should be playing 


QUAKE Ill ARENA 

As the designer for Quake ti 
‘Arena, Graeme helped to make 
‘one of the best videogames of al 
time. A superfast first-person 
shooter, Quake ll Arenaexcelled 
during it frenetic mutiplayer 
deathmatches, The game fet 35. 
ifithad been taken dovn tothe 
core of what aistperson shooter 
should be and it made tan instant 
classic. While Graeme had to adapt 
to wotking with aather company, 
having struck outon his own, the 
result was certainty one tobe 
proud at 


teacher a floppy disk with the game on it. | was honest 
‘about itand | wrote a note to the school teling them | 
had taxen the week off to work for Atar. Now, at this 
point | was a staghtA student, the guy who satin 
the rary at lunchtime rather than the one who hung 
‘outside and smoted cigarettes. | remember atthe end 
‘of assembly being asked to see the headmaster, He 
said, ‘well Im sory, this is abt too much, | can't have 
this kind of behaviour going on atthe school, please 
hand in al your books. 'm going io have to expel you! 


What? Really? 
Yeah, | was expelled from schoo! for being honest. 

It was shocking for all the teachers and | was just so 
taken aback that | couldn't befeve what had actually 
happened. That was the point when | decided not to go 
to university. | was 17 and coming up to my A-levels at 
this point and | ust wanted to continue my career in the 
‘games industry and start my own companies. Schoo 
had betrayed me. 


‘What happened with your exams, though? 
ended up finishing off my A-levels externally. I'd 
already applied for universities by the time | was 


lear iets Graeme asbmn a proeten 
fsa on any gare indng J Tt arn le at 


‘expelled and | ramomber visting the University of 
London and the guy who taught programming there 
taking me to one side and asking why | had put tha 

thers universities dawn. None of tham had a good 
computer programming course, he seid, and he was 
impressed by Pole Position. He took me around the 
computer rooms which had those Tektronix displays. 
that you saw in Battlestar Galactica and | was saying 
‘oh wow He actually gave me an FFF as entry evel 
soall| had to do was fail my thrae A-levels, And stil | 
did't go. | wanted to get right into making games. 


Did things work out well at Atari? 
‘When Atari got bought by Jack Trameel, I'd started 
‘working on Balblazer Atari caled everyone down — 
maybe 200 of us in Slough. Everyone but 12 people 
‘were called down and everyone was ike ‘wow, they're 
going to lay off 12 people’: Nope! It tumed out they 
‘were laying off 188 people and 12 were staying. So my 
first exporionce was to not have a job anymore. 


But Ballblazer still got a release, didn't it? 
‘Ac the tme Ballblazerhad started out as an Atari game 
‘with Lucasfim Games. Lucasfim Games reached out 
‘to me through Activision, which published the Epyx 
games in the UK. Itwanted me to continue working on 
ports because the Spectrum version was looking good 
‘and | was doing the Amstrad CPC version, | got to 
Understand the game and the techniques well so when 
it came to the PC and the Microsoft MSX versions, 

| was kind of the advisor guy, | gat mote and more 
involved with Lucasfim Games and Activision. 


Where were you living at this stage? 
London, | was working at Joan Colins’ apartment 

in London because that’s where the Activision 
headquarters were. twas awesome because they 
had beer in the fridge bust | was the only person that 
‘actually made games there, Everyone olse was in salos 


a¢ | realised | was really good at making 
games but not very good at making 
Cassette taPES creme deine 
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and marketing or PR. | remember they sent me up to 
Manchester at one stage but | went through Heathrow 
Apart and got food po'soning. | got myseif to hospital 
and, of course, the nurses were on stike and | couldn't 
‘getin but | fell down and eventuaty peoole came 
running out and | was really bad, | was in hospital for 
seven days. And Byron Turner, from Activision, came 
up and said just quit my jb at Actvision because they 
wanted me to bring you a Commodore 64 so you could 
keep working in hospital and | said no’. | quit working at 
Activision toa, 


Wow. So what did you do? 
| started my first company called Program Techniques 
with someone | knew from school, His cousin hed a 
company in Covent Garden and we made the game 
Xcel. was the fist game I'd put out on my own so 
eared everything about cassette tapes, publishing 
and advertising| realised | was realy good at making 


Duet ahogh Graeme one Som 


Pol Te Goes an vera 
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{games but not really good at making cassette tapes. 
(Our fist royalty chaque was £28,000, though. 


‘That's a nice sum for a teenager at the tim: 
[twas but my friend's cousin took £25,000 out of 
the bank so that wasn't too nice, And then my friend 
actually got addicted to cocaine and it got pretty bad 
80 | had to fre him and that was kind of the end of 
‘that company. 


‘Time to move on then? 
twas. | met someone called Paul Brathwaite in 
London. He was a PR speciast and he once told me, 
‘Graeme, never, ever, ever say that youlte doing aviful 
if someone asks how you are doing. When people 
ask, they want to hear that you're doing awesome, 
I've always stuck to that advice. He intvoduced me 

10 the people whe helped me set up my second 
business, which was IC&D. That stood for Industria, 
Concepts & Design but always really Ice-Cream & 
Doughnuts. | was the person awning it and running 
itand he got me set up with good people to get 

‘the accounts and the VAT and everything going. | 
‘moved back to Crawley and back into my parents" 
house and started my company there. | employed 
Tim Ansell, who later started The Creative Assembly, 
and we started to make games together. We made 
‘Metropolis, Turbo Champions, Enterprise and a 
gazilion ports of different things. 


You published your games via Mastertronic, 
didn’t you? 

‘Yes, they became our publisher and we became theit 
{go-to people for stuff. An American would come along 
‘with a game that only ran on a Commodore 64 and we 
would look ati and say ‘we can have that running on 

a Spectum in four weeks, ne problem’. So that was 
fur ob fora litte (while). Oh, and wo had the tallest 
‘mountain of Coca Cola cans inthe office 


id [C&D do very well? 
IC&D was doing okay but| think it would have gone 
on in the UK and only continued to do okay because 
‘our competition at the time were companies ike 
Codemasters. But one day 2 oublisher called Martin 
‘Anper called up and said ‘we're starting ths office in 
Califomia and we need somebody to go across there 
and tell thom how to turn on computers - no-one: 
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thas any idea at all how to run any of the games or 
how to look at anything or even check them out and 
‘make sure they work alright. | was supposed to go 
for sx to eight weeks, just help get the studio running, 
That was 1988. 


Was it a culture shock? 
Everyone was in their 40s which is my age row but 
then | was 22 and I remember thinking to myself 

‘am going to be on the fist boat back in two weeks 
unless | make some friends here who are in my age 
‘group. At that point | dnt drink but across the road 
from my apartment there was a bar called Jasper's. 

| want across, leamad how to dink American beer 

‘and mat my wife, WWe were making games Ike Spirit 
Of Excalibur and Vengeance Of Excalibur and J RR 
Tolkien's War In Midole Earth We did ports of Double 
Dragon and games lke Monopoly and Scrabble 

‘and Clue. think we were pubbshing a game a day 
‘atone point. | would get most of my money from 
Mastertronic by taking games that took up two floppy 
disks and making them fit on one floppy disk, because 
‘was realy good at compression. Than this thing started 
‘to come out to do with CDs, 


Was this the moment you fell in love with CDs all 
‘over again? 

Well, Rob Landeros and | started going to a whole 
‘bunch of multimedia conferences because CD was 
‘going tobe the big thing. At that time on TV Twin 
oaks was huge and we had the beence to Clue and 
‘50 Rob Landeros and | started to plot around how we 
‘could go and make a David Lynetika Clue game. | 
remember being at New York City Airport where wa 
had a napkin and wrote the outline for this CD-based 
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program, program, 
program, then learn 
and absorb and look 
at the computer 
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Graeme Devine 
‘game. We went back to California and worked on the 
‘game design. was tuning out to be The 7th Guest 
So we went to Martin Alper and said 'we want to 
make this CD-ROM’, He took us to anch and promptly 
fired Rob and |. He said he didn't think it would make 
‘any money but that we should go off and form our 
‘own company to make it because it was important 

to embrace new technologies. For Mstertronic, 
(CD-ROM was not the future, So we went off and 
founded Tlobyte, 


So were you convinced that CD-ROMs were the 
key to the future at that stage? 

At that point we had clear vision that we could make 
‘moving video come from a CD-ROM and that we could 
‘make puzzes that wauld be intoresting far people to 
play. It would be unike any visuals that had ever been 
seen before. When The 7th Guest came out, there was 
no game with graphics tke it. t was a reason to go and 
buy a computer and we were convinced that this was, 
‘overall, the right dtection. 


‘The game made extensive use of movie footage. 
How did you go about getting that all together? 
We taked to a Bunch of authors and in the end 
Matthew J Castello was the only one who agroed to 
make a serint for us, We contacted a local director in 


[24 Sprenl Tw Phonan Galaxie Fb was 
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Southom Oregon and he said he could do itbut he'd 
never done blue screen so we rade this blue screen 
thing out of violet paper and shot and filmed al ofthe 
footage above a comic book store in Midford, Oregon, 
in two days on Super VHS, with a fantastic group of 
actors and people. 


Were there any problems? 
(Our blue sereen was terrible and one actor actually fell 
‘through it and tere it up so we had to put up blue tape, 
Then we had the huge technical problem of taking the 
‘ue out of al ofthe video and we couldn't actually do 
‘that because our blue screen was so bad and had so 
‘much red in tas wel that it was actually impossible 
“The reason the ghosts in The 7th Guest have such 
bright auras around them is because our tecmnology at 
the time did not let us take out all of the blue screen, 


‘The game did very well -it sold 2 million. Was 
that turning heads? 

Yes, tid okay! Nintendo bought the rights to the 
‘game because they were vary scared that Sega would 
buy itor the Sega CD system. We actualy got to meet 
Miyamoto, He came out to Souther Oregon and | had 
a barbecue with him at my house, siting out lookng 
‘out over the Rogue Valley, At that point he didn't speak 
any English, so there was also a translator 


Was Miyamoto pressuring you into a sequel? 
No, he told us about his point of view on CD-ROM 
which he belived was never actually going to taka 

off because a fouryear-old could not put a CD into 2 
console and be assured that it would work properly. 
Nintendo was all about four yeer-olds being able to put 
‘a cartidge into their system and have that thing come 
‘on and be solid. For him CDs could go in upside down 
and that's one failure. They scratch easiy andl smear. 
“That was enough fais atthe time, 


But you did make a sequel, 
We had intanded to move on and make a game caled 
Egypt but Martin Alper caled un and said we should 
rmake a sequel. But Rob and | last our synchronicity 
‘on making the game. He started on The Tith Hour 
‘while | was stl fishing The 7th Guest and we never 
‘got back in syne, ever. He went ina different direction 
than | would have gone in, just out of necessity, 
there's no blame. We got investment from venture 
capital because of the succoss of The 7th Guost 

‘and we really had no idea how te handle that. Rob's 

a fantastic artist, I'v a fantastic game programmer, 
‘we're both fantastic game-designers but we had no 
idea how to handle the infux of millions of dollars but 
‘we thought we did. We made more money from The 
1th Hour than we did from The 7th Guest, though. 
But he had started to make Tender Loving Care and 
started to make Clandestiny 


When Trilobyte closed, you went to work for 
id Software. You were going from owning a 
‘company to working for somebody else, 

‘That's aways weird but | don't think | ever thought 
of the transition in that way. | was coming to terms. 
‘with having @ three-year-old kid anda wife. 'd been 
constantly working for nine years and never really 
Noticed that most valuable thing, my family, had been 
‘the thing that | hadn't been with. When | wert to id 

| had a new outiook on life of family fest. Anyway, | 
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Graeme turns superhero when he 


goes to buy a cof 


never thought of myself as working for John, | always 
thought of myself as working with John. 


How different was working on something like 
Quake i, though? 

So, so different bur it was another time of fast focus 
‘on a game for a vary short amount of time, We started 
off as 12 people and ended up as 17 people. We had 
dally play tests and we had dally arguments about the 
{gun spread of the shotgun ~ should ithave 10 shels or 
12 shells, should it do 90 dovmage or 91 downage per 
shel? An absolutly incredibly ceative time, making 
thal game, Everything from adeing the menus in 
because John didn't want menus, to be able to adel 

2 single playor box in so that you could play it as a 
single-player and it wasn't just online, Al these were 
huge, huge, huge design dacisions inside the game, 
that seem obvious because all games have menus, 

all games have single-player modes, but they weren't 
‘obvious at all with Quake i 


id you look back at the collapse of Tiilobyte 
with regret, though? 

| think the best point of my ife was actually the failure 
of Triobyte because it was the best and the worst. It 
hurt the most but now | hang out with my daughter 
‘every single day and | come home to my family and 
I'm stil maried 25 years later 


‘And you don't look back in anger to when you 
were expelled? 
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“That's what kept me inthe game industry, and Im 
probably making games because of that 


In 2009, you were hired by Apple at the end of 
‘that decade in charge of looking at games for 
iOS devices. With the indie scene given a boost 
by smartphones and tablet, did it feel like going 
back in time? 

‘Yeah and the same fealing exists at GRL Games which 
|run now. It does remind me of coming back to the 
Eighties and being that Eighties guy again except now 
I'm having my games sold in 92 counties across the 
world by Apple and royalty cheques are on time, In 
some ways i's a very diferent industry because the 
business part of itis al very clean now, i's assured, 

so that's much better ‘or small davelopers. But yeah, 

| often thik ofthe ful circle thing and how it's actually 
been useful for me. 


Is there a misty-eyed look at games, though, 
where we kind of think all the games in the 
Eighties were great? Did you feel frustrated at 
‘the relatively primitive tech you had to hand? 

No. It was always the challenge of how do ft that into 
that? How can | make that smaller? That's one of the 
disappointing things | seein programming nowadays, 
is that someone wil ust go and make a 2GB array of 
data just because they have 2GB around, And there's 
somany ways to do this better, you could do this in 2K 
if you thought about it and actualy worked on ita 

lite bit. Games were great back then, 


MERMAN: Do you think it was right for 
Quake ito concentrate so much on 


‘muktiplayer without providing the strong 
single-player mode story? 


Absolutely, People stil play Quake Il today 
and, it’s one of the most welkbalanced 
multiplayer experiences that you could have 
‘on the planet because we focused on that 
and we made that awesome, We could have 
divided our focus and made a single-player 
story based thng as well as the mutiplayer 
game but it wouldn't have been the fantastic 
multiplayer experiance that was Quake i. 


MANCMAN: Seeing as most PCs at the 
time had floppy drives were you worried at 


all about making The 7th Guest available 
exclusively for CD-ROM? 


Well, we were tald to make a floppy dise 
Version! But yes, it was obviously a huge 
risk because there were no CD-ROM 
clrives out there atthe time, We bet the 
farm on it being the future and fortunately 
it became a standard, 


CRUSTO: Do you wish you 


hhad de 


Nope. If| did it it wouldn't be the great 
game Half-Life 2s, That would be a 
different game. | would like to make a 
‘game with Valve someday because their 
process sounds innovativo 


POSTLEDOC: Were you disappointed with 


how The 11th Hour turned out? 


Never! | wes cisaopointed that we never quite 
‘got in syne for the game and | think that led to 
the company falling apart or atleast had the 
soods of that. But | cart ive by the past only 
learn for the future, 


JDANDDIET: Do you get annoyed when 
incorrectly? 


people spell your first 


Only at Starbucks, ve learnt to go 
with the backup name of Barman 
because that one always works. 
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RJ MICAL 


From the arcades to the 3D0 via the Amiga and Lynx, RJ Mical is a celebrated 
figure in the hardware and software business. He tells us about three decades of 


making stuf 


Whether he's producing great 
games, coding intuitive operating 
systems, designing groundbreaking 
hardware or writing novels, RJ 
Mical is happiest when he’s being 
creative, At the age of 14, he built a 
bespoke Tic-Tac-Toe machine from 
bulbs and relay switches, which 
played a mean game of noughts 
and crosses and drained batteries 
for fun. After graduating from the 
University of illinois, he joined 
Williams and contributed to some 
of its memorable arcade coin-ops 
before becoming a key player in 
the development of the Amiga 
computer. He was co-designer of 
not one but two prescient consoles 
in the shape of the Lynx and the 
3D0 and currently has his game 
face on at Google. He also enjoys 
paragliding, travelling to exotic lands 
and coming up with bizarre brain 
teasers. We suspect the ‘R’ in RJ 
stands for ‘Renaissance Man’... 


Since 2008, you've circulated a weekly 
conundrum called the Monday Morning Tickler. Is 
creating software and hardware a bit like a brs 
‘teasing puzzle? 

laughs] Fascinating! Yes, | send out.alitte puzzle once 
‘a week and I'l happily add any of your readers to the 
lst! | worked outa fong time ago that had a bunch of 
talents and the best thing to do was to find something 
‘ought them together in endeavours that took 
advantage of more than one of them. That's why | 
started doing videogames ~ love at 


love animation and fims and games and software and 
computers. 


there have always been many pieces that 


You graduated with a degree in Computer 
Science and English plus a minor in Philosophy. 
Has that mix of science and the arts helped you 
during your long career? 

vary day it helps me! | leamt to be a good 
communicator and | was exposed at a young age to 
some of the fundamental questions we have to ask 
ourselves. Thar's helped me as a game designer and 
2 designer of software humans have to use. | was 
especialy interested in metaphysics, the rules about 
the rules, which is fascinating for a game designer, And 
when | start designing software, | write it out asa short 
story first and then filin the cade soit does what the 
narrative says it should 


You joined Williams in 1983, What do you think it 
saw in you back then? 

The only guy there that saw a flicker in me and 
decided to give me a chance was Noah Falsten. 

He and | have remained friends ever since and have 
worked on many projects together over the years, 
including right now at Google! 


Your first project with Noah was Sinistar. What 
‘was your role on that game? 

it was woll underway by the time | joined the team but 
what they didn't have was the pzzazz! The core game 
was done but | got to do the explosions, the special 
effects and all the cool stuf 


Sinistaris famous for its speech. Do people still 
come up to you and bellow ‘Beware | Live’ and 
‘Run Coward!’ from the game? 

Allthe time! laughs! 


ff people want to play with 


‘You then coordinated the Star Rider project, 
Williams's first and only laserdise game. 

‘Star Rider was quita an undertaking, We had these 
‘wonderful design sessions where we'd challenge 
‘ourselves to think of alterate ways to think about 
‘games and game hardware. We tnd to dream big 
‘and come up with industry changing ideas, Laserdises 
‘were very expensive and the cabinets had to be realy 
‘well but to withstand the shaking customers gave 
them and not let the laserdisc skp, It was a real feat 
‘of engineering butin the endl | found the game was 
bonng, You were just rling through a movie and | 
didnt think there was enough excitement in there. 


It’s avery surreal game, like Easy Rider after 
they've taken the acid. Did you want to create 
something of a ‘trip’ with Star Rider? 

laughs] Yes and no! We didi’ sit down and say ‘let's 
Create something really tippy’ but yes, a lot of my 
‘contemporaries had had those experiences. It was 
part of our culture. And at Willams, there was alot of 
partying, when no one was looking, out n the parking 
lot. twas a pretty loose crowd, There was a ceriain 
Yellow Submarine qualty to that game. 


It was just ‘your contemporaries’ partying then, 
not you? 

| thought | managed to dodge that one! mm not 
Unknown for experimentation, Let’ leave it at that 


‘What prompted you to leave Williams in 1984 
and join the fledgling Amiga project? 

‘There was a healthy amount of networking once the 
Amiga project got underway and they invited me to 
Join them but I blew them off... twice! Itwas abit too 
‘weird for me, a bt oo outside the experiences I'd had 

| was a Kid, just starting in the industry and | had a good 
job that | enjoyed at Wiliams, This was a start-up in 
Califomia and they wanted me to rolocate and leave 
‘schind my family and friends in Chicago. It was scary. | 
itched the first two times | was invited to see them, 


‘Why did you turn up the third time they invited 
you over? 

'Noai [Falstein] dropped a videogame on my leg! Noah, 
me and a guy called Rich were co-owners of the con- 
‘op Red Baron, an awesome game. We were vying 

to move it one day: off the dolly we were 
transporting it on It was going to crash but rather 
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SELECTED TIMELINE 


mSINISTAR [ARCADE] 1982 
MISTAR RIDER [ARCADE] 1923 
'm DEFENDER OF THE CROWNIVARIOUS] 1986 
mELECTROCOP [LYNXI 1989 
MICALIFORNIA GAMES [VARIOUS] 1989 
BLUE LIGHTNING [LYNX] 1389 
GATES OF ZENDOCON [LYNX] 1989 
ESCAPE FROM MONSTER MANOR 

[300] 1393 
TWISTED: THE GAME SHOWZ [300] 1993, 


AMIGA 1885 
LYNX 1989 
m3D0 1993 
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Five great games 
that RJ had a hand in 


‘SINISTAR 

1m RU videogame debut was this impressive, eacting shooter, wit 
its memorable speech and merciless desreo crush and consume 
your tiny ship Setin hostile deep space, you must mine rystal rom 
_asteroids, which become valuable ‘sinibombs’, whist fighting ofthe 
|mnmediae threat of enemy warrior shine. Meanwhile, a dedicated leet 
cof workers construct the ominous Sinistara lant. hungry mothership, 
\Which on competion, pursues you witha roar and the sneering taunt 
of Run Coward! The development of Sinstarwas.a dffeut and 
«anvoluted one (ee our Making Of in RG 125) but RUelped ad the 
‘pizzazz that makesita fe adi to Wiliams roster, 


STAR RIDER 
mWe know were being churtsh suggesting this is ‘one to play. The 
Lnrelaiity of laserdisc co-ops andthe limited release of Williams's 
only entrant int the genre makes unlikely youll finda Star Rider 
‘nthe wild (hough we do know there's an original sit-down machine 
Waling restoration in Funspot areade's workshop). Emulation it 
also a challenge given the esoteric technology and besides, big 
part ofthe experience was clambering ono the futuristic cyclen an 
Eighties arcade and imagining you wer riding efinto a surreal digtal 
sunset, However, we urge yout at east watch 3 playthrough on 
YouTube or the tke. 


DEFENDER OF THE CROWN 

1m Rus key role in developing the Amiga computer meanthe was in 2 
perfect posian te became a eansuitant ta software developers asthe 
‘machine founditsfeetin the mid-Eightes. He lent his skis andinsier 
‘knowledge to many ties bu his work on Defender Of The Crown was 
particularly crucial When development hit rouble he steppedin to help 


‘ary years: ts ale ofthe Norman-Saxon power sruggle for Medieval 
England was ashewease forthe capabilities ofthe new machine andit 
‘established Cinemaware asa major creative force. Anyone for ousting? 


ELECTROCOP 
1m Rdhad ahand in al sicof the Lyra’ launch tiles but was most 
Involved with this attempt to bring 930 maze game to the hancheld 
Flecirocap has your heavily-armed law enforcer bounding through 
_3foriress in search ofthe Presiden’ daughter, kidnapped by the 
| maginativly named Criminal Brain. Blasting the diminutive robot 
Walkers that patrol the carrdors is satisfying and logging into 3 
terminal to access same simple mini-games including 2 rather <edale 
Version of Breakout and a more rounded stab at Asteroids is ily 
distracting though the game woul benef from more variety. However, 
1's apice example of the console's potential and needs tobe played. 


TWISTED: THE GAME SHOW 
1 Ofallthe 300 games RJ was invoived wih, his biggest contribution 
\was to Escape From Monster Manor which he describes as"28-tie, 
rota strong payer but litle 300 miracte’ was an interesting attempt 
te create adltincve first-person shooter forthe new console but given 
the polferation ofthe genre since then, ithasnt aged parteulary wel. 
Twisted, onthe ether hand, remains a marvelously adballrelease and 
‘one that genuinely tried outlse the machine's multi-media features 
This collection af mini-games, ranging from simple slide purales to aural 
‘memory tests andtrvia question, i dressed up as abzarre gameshow, 
‘complete with suitably deranged contestants anda manic has. 
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FIVE TO PLAY 


bring itt launch and itremains one ofthe defining releases ofthe Amiga’ > 


than let that happen, | threw myself underneath it 
‘damaged my knee but | saved that videogame! 


Erm, good catch but how does that lead to you 
joining Amiga? 

| was laid up because of my knee and couldn't join my 
{fiends on a trp we'd planned so instead | accepted this 
invite from Amiga. It was just something to do while 
my friends were away. | went to California on Amiga’s 
dime, hobbled around thet offices on crutches and 
interviewed there. It was love at fst sight! I couldn’ 
‘believe my good fortune that those guys were offering 
ime the opportunity to be part oft. | said yes righs then 
and there 


How far along was the Amiga project when you 
‘eventually arrived? 

| was one of ther fist engineers. There was nothing 
tout ideas and mechanical drawings when | got 1 
| don't think they'd even started laying out the silicon 
that stage. The bulding was largely empty wien | 
arrived and over the next year, we watched that baby 
{ill up. We ended up jamming ten people into our poor 
Inte software lb. twas truly a wonderful tle start 
Up environment. We had that good mental spirit and 
everyone was pulling at the same rope. | often miss 
that camerader. 


‘You are famous for your work on Intuition, the 
‘Amiga’s operating system. Were you motivated 
by a desire to make computing more accessible 
to ordinary people through a friendlier interface? 
Me and the others at the company wate used to 
having access to computer power but our moms 

‘and brothers and sisters weren't yet. WWe wanted 

‘to make a personal computer that had all his great 
‘power, these colours, this great sound, ata price that 
anyone could afford and with a user interface that was 
accessible to my mom! | often used her as my mental 
‘model when I was designing Intuition, We called it 
that on purpose, It was easy to understand and you 


2) The Ain nresed in 885 hen 
‘ese tindr neers are, 


didn’t need to be @ rocket scientist and remember 
£8,000 keys to use it 


It sounds like you really wanted to make a 
‘people's computer’ that everyone could use, not 
just the [T-literate elite. 

Isa far more cynical time now and it's hard to 
imagine a bunch of kids getting together and 
saying they’ going to bulk a new computer, 
We were young and naive but ambitious and 
the philosophy of the thing was as noble as 
you describe for many af us, We were trying 
to change the world! We were convinced 
‘what we were dong was the right thing for 
humanity, or civilisation, 


‘The Amiga was undoubtedly a great 
‘success. Why do you think it did so well? 

| think we hit the demographic we were aiming 
for. I gota letter the other day from a guy I'd 
never met who wanted to thank someone for 
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the Amiga computer, it had changod his life, He'd had 
this moment of revelation and instead of doing what he 
had expected to do, he saw the power of the Amiga 
and had this desire to do computer graphics. He's now 
‘a weltestablished figure in the industry and he sai 
vas the exact moment when he saw the Amiga that 
changed who he would become in fe I's stuff tke 
that. Bringing that joy... we reached the people we 
wanted to and changed lives, 


What were your thoughts on the Atari ST, usually 
seen as the Amiga's main competition? 

The ST Amiga vary was something that existed in the 
press and shows up alot the history books but from 
‘our perspective, we tidn't feel we were competing 
with them. We knew the ST engineers and some of 
them were realy good friends. They got alate start 
‘compared to us and were up against the calendar. They 
‘worked amazingly hard, burning the candle 24 hours a 
day, and thoy dda spectacular job, Thay got a device 
out that was almost competitive. it was an awesome 
ttfort but | never considered ita threat. To me, fait 
like a lass matured effort. The Amiga's user interface, 
its cisplay capabilities, the qualty ofthe software tha 
soon became avaiable for... al these things pled up 
against the ST, 


You became Director of Software at Amiga but 
then left in 1987, Had something changed at the 
company in your opinion? 

| had a long chat with my boss, Dave Morse. He was 
‘an amazing parson and a groat confidant. We talked 
about what Commodore's acquisition of Amiga would 


20-The niga as orto 
‘eres Ra ae Any Wha 
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‘mean and one of the things he said was f| was going 
to capitalise on the things | had learned at Amiga, | 
should start my own consulting company. So | did! 

| was in position to help alot of people make ther 
‘Amiga software better because if anyone know that 
machine, itwas mel | had a lot of fun and worked on 
a bunch of software, 


One of the games you worked on was Defender 
Of The Crown. Is tt true you made Kellyn Beeck 
slide instructions under your door so he wouldn't 
disturb you while you coded? 

‘Yeah, there was that one tme llaughs). That game 
has a chequered past with me, which is why | don't 
‘mention iton my resumé. It dt have the best 
business outcome. There were some dicey players 
and | was a new contractor just cutting my teeth, | 
leamed the hard way. | haven't talked to any of those 
Cinemaware guys sine. 


‘Was it around this time that you had the idea for 
a handheld games console? 

Dave Neods, Dave Morse and | decided to create a 
colour handheld game device and in quintessential 
Slicon Valey style, we sat ata restaurant and drew the 
basic block diagram on a napkin It was Morse's job 

to find the funding for what would become the Lynx 
but what he found was Epyx. They had the money 
and we'd become part of them. We set up a proper 
business agreement to do it for Epyx rather than on 
four ewn. The big attraction was that they had an entire 
gamas development siaff and they had game IP that, 
‘we could get on tothe Lynx right away. We'd be 
partners... we'd be brothers! 


How do you start planning when developing 
‘anew console? Is it ‘what would a dream. 
system have’ or ‘here are our limitations, 
what can we do within them?’ 

| guess the answer is we spent the fist few 
‘months just discussing what could it have, Once 
\we siarted doing the research and found out the 
limitations we would encounter, then it became 
‘what's the best we can do given the constraints?! 
bbut that didn't come for quite some time. Like 
with the backight —we knew it was acrtical 
feature because we wanted the biggest and 
brightest display we could. The reality was that, 
the technology we looked at was so expensive, 
Thore were viewing angle problems and hotspots 
from the ight, al kinds of things, Then the magical 


{day camo when a guy found the answer and we 
realised we could have a gorgeous display! 


When Atari got involved, were you pleased 
to have a big name on board or wary it would 
‘compromise your vision for the Lynx? 

[sighs] We weren't worried about them compromising 
the vision but we were concemed about them 
‘compromising the company. From our own direct 
‘oxperionce and that of our fronds, we knew the 
reputation of some of the players at Atari was 
substandard, Ve were wornad the Lynx projact would 
{get caught upin that. ft troubled us and we wished 
‘wasn’t happening. We told Epyx f the deal went 
ahead, we'd walk They went ahead... so we walked. 


‘You must have been devastated at leaving 
‘behind the machine you'd invented before it was 
even officially released. 

Itt Dave [Needle] hardor than me, think, but we 
\were both frustrated with the oucome. We'd worked 
hard and inspired a bunch of people to get invo'ved 
‘with that wonderful project and to have it end that 
way... we told everyone what would happen —and 
then it happened! Some of the people involved 

‘with the new ovmnership of the Lynx had realy bad 
reputations with hardware manufacturers in Asia and 
\with software developers allover the word, Everyone 
knew about these guys. Suddenly ll these sweat 
deals we'd made for low-cost parts forthe Lynx dried 
‘upon them. They'd be like, "We remember you from 
five years ago. Guess what ~ the price just doubled!” 


‘So you think if Epyx hadn't gone with Atari, 
things could've been very different for the Lynx? 
tim not the business head guy but yes, Ithnk if Eoyx 
had found a bette ath... but they were out of cash 
We showed ito Sega and hoped they would buy 
itinstead of sham doing what bocame the Game 
Goar.f they'd bought the Lynx think tht could've 
completely changod everything. Even if Epyx had 
‘managed to scrape together the money themsalves 
and released it atthe prce we believed we could hit 
which was low, tke under a hundred dolar, things 
could've been very diferent. Even more important a 
factor than the price was the software, We had deals 
with al the major players and we'd werked out a 
‘magnificont brary of software fr tho Ly for when it 
shipped but ater Ata took over, they all sid, Are you 
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kidding? No #***ing way! Weire not taking a rsk with 
‘you and end up losing again. Pay us for last time first, 
then we'lltalk!" They just stopped developing for it 


Undeterred, you began designing another 
console, again with Dave Needle and Dave 
Morse... and again you sketched it out first on a 
restaurant napkin! 

Yup! | boliove Noodle has the Lynx one, [have the 
300 one. 


ing machine. What was your 
the console? 

‘The goal was to put out something low-cost with state 
of the at hardware, sono other machine could launch 


G4 Trip Hawkins had us 


all believing that the 
3D0 would be built 
into the walls 

of houses! j y 


urbe) 


w 


in the same window 
vith better graphies 
‘or maths capabilties. 
In action, we wanted it tobe the fist system to shin 
with a buitin CD-Rom. The advantage would be the 
sheer amount of content we would be able to pack into 
agame, 


pHs ate 
inncher be oy, 


How did you feel when Trip Hawkins got 
involved? Were you excited or a little tentative? 
We ware saber aout it. WWe ware concerned about a 
lot of the stores we'd heard about Trp in the industry 
and what it would be like to work with him and what 
independence we'd be giving up. We were milly 
apprehensive about thal part but on the ather hand, this 
‘was Trip Hawkins, who'd founded the largest software 
entertainment company on the pianet! He's had some 
highs and lows with various companes since then and 
he's kindof tke the rst of us now, but back then, he 
vas the Electronics Arts guy who was taking the game 
tothe next level 


‘What did he bring to the 300 project? 
‘Trp was, and stilis, an avvesome salesperson for 

‘a concent. He can talk through and get everyone 

‘sat round the table to say yes. He's a consummate 
professional. A performer, a presenter, a communicator 
‘of ideas... he had us all believing that 30 wasn't 
just a groat systom, it had the potential to change 

the way we did entertainment in our homes. He had 
Us al beliving the 2D0 would be bul into the walls 

‘of houses. it would stream in stuff and you'd have 
screens hooked up to it all over the house. It was 

‘your internet access, your movie access... it was tray 
prescient and a lot of that came from Tia, 


‘The 3DO sadly never quite delivered on its early 
promise. What do you think went wrong from 
your perspective? 

‘The hardware was great, | think the operating system 
‘was awesome and in the beginning there was a lot of 
respect for Tip and the 3D0. Itwas being embraced by 
the industry and the publ ~ the value ofthe stock gave 
Us the financial muscle to get the thing out there... and 
then they brought it outat that riculous price. 


Do you see the high price tag as the key mistake? 
Absolutely, The thing that makes Nintendo, Soga and 


YOU ASK THE 
QUESTIONS 


We were inundated with questions for 
RJ. Here is a selection of his replies 


NORTHWAY: Did you see the 300 operating 


system as like the Amiga mark two? 


We got better as the years went by. The first 
‘Amiga operating system was truly created 
by kids but the next one was better and the 
next one was better than that. When we 

got as far as the 3D0, we finally knew what 
‘we were dong llaughs|. The 300 was a 
professional device. The Amiga was a work 
of love. It was a noble pursuit; we were 
‘giving something to the world and I've never 
‘had an experience like it since. 


‘SZCZEPANIAK: Who were Fred and Deloris, 


‘the ‘mentors’ you've referred to in the past? 


They were a wonderful, wise, woll-tavelled 
couple in their 50s. He was the Dean of the 
College of Architecture and Art and she was 
the libranan at the University of llino's where | 
‘wert to school, They kind of adopted me into 
their ives when | was 19. They put their arms 
around my shoulders and helped me learn and 
‘gfow. They feally changed my Ife. With the 
300, we created two graphical techniques 
which we couldn't think of good names for, so 
‘we called them Fredluscing and Delorszing 


ANTSBULL: What was it like 


working with Jay Miner? 


Ive spoken about how the Amiga 
experience has so much heart. Well, 

lot of that came from Jay. He wanted 

the Amiga to change the world and we 
became believers in his religion! in the final 
dark days before Commodore bought us, 
When it looked lke we ware gaing out of 
business, it was Jay who took out a second 
‘mortgage on his home so we could keep 
‘operating, He was that kind of guy. He was 
the king of Amiga and | miss him so, 


MERMAN: What game 


of the hardware you designed? 


That's @ hard question! The one that took me 
off guard and took advantage of the system as 
well as being an enjoyable experience would 
bbe F/A18 interceptor on the Amiga. 


2) The 200 maybasebeon a 
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now Microsoft work is those guys make the own 
hardware, They are incentivised to make it better and 
‘more cost effective because they'll realiso profits from 
the software Inthe early days, they can even lose 
‘money on hardware, In the 2D0's caso, you coulin’t 
ask Panasonic to lose money on the hardware! They 
\weren't interested in seling the console at a loss so 
DO could make money on the software, No one saw 
‘that, all the Way Up to Tip, and | include mysetf in that. 


Could something have been done to lower the 
retail cost and get more units sold? 

None of the manufacturers were prepared to drop 

the prce bacause that's what i cast to produce and 
they had to make a profit, Way too late in the day, we 
realised we needed to pump money into ther coffers, 
30 2D0 raised the royalty on software and gave it 

to the manufacturers bul by then it was already too 
late. The 300 had got what one of my fiends in the 
industy calls the ‘sink factor: Once something smells 
bad, talways smells bad and every ime you hear the 
name, you wrinkle your nose a lie. 


Were you involved with developing the 
Panasonic M2? Could it have been a PlayStation 
beater if ithad been released? 

| wes involved ut not det, | had a position called 
3D0 Fellow by then, which meant I could get involved 
with anything | wanted to. | was part of the M2 
design meetings, especialy the operating system, 

bbut not so much the harcware, As for compating with 
the PiayStaton, | don't realy know what they were 
planning far the games sie. 


You left 300 in 1995 and for the next decade 
you were involved in many interesting startup 
projects, including a proposed handheld console 
for Ericsson. 

lfm so heartbroken that never saw the light of day. I 
‘would have rocked, Imagine the Sony PSP but more 
rounded, looking more lie a Lowus than a Mercedes, It 


had two joysticks, shoulder butions and @ PSP-qualty 
display and we had a plan for onine distrioution that 
pre-empted everything thats out there now. We even 
had mock-ups of the stand] we were going to have at 
E3I Then, in 2000, Ericsson had a major crash and they 
pulled the plug. We were stunned, | mean, this thing 
was vibrant and awesome and ready to go. | stil have 
the prototypes! 


You went on to join Sony, working on system 
architecture and tools for the PSP, the PS3 and 
the Vita, and now you're director of games at 
Google. That sounds like an exciting gig! 

It’s Tic I've landed in engineering and invention 
heaven! 'm serious! | work n the Fun Propulsion lao 
and we want to make Google number one in the game 
space, We have lofty goals and we know we have a 

lot of work ahead of us but mm surrounded by realy 
smart people - decent, honest people — with efferent 
views and perspectives and Google really promotes 
cooperation, communication and sharing, I's a 
love-fest werking with ther! 


Visit wwwemicalorg for more on Ru's amazing 
career and to sign up for his Monday Morning 
Tickler. Thanks to Martyn Carroll for supplying 
additional images. 


‘ORs an eccomplhed 
seazrovnmer Gel) 
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